| j Cx ae 30% ‘Off , 

Wy ‘ _ Cdn MSRPvon. 
GW, Products “A 
All the Fime! 


www, ge minis. com 


: . ‘ . : v . ; 
oe. * t ¥, her Pag 


‘North Veer S Leceding nterrjet re 
“Mandor of ye es ae ad Products! 


3 


’ 
y f 


Fis | SS Ri Ls BS ee ‘ es 


4 


. With the Us/ Cdn g E Skestucht you can ae 
DP: to 40%. off the US MSRP pvery aah 


x 
fel 


a} —y ms 
, ' ' ) - ; 
| . = mets = . 
af & 4 \! i ' 
Set x iw bed 

4 : 
- epee — be hl 

—e " ae 


GAME REVIEWS 


MINIATURE REVIEWS 


Federation Commander: Distant Kingdoms 02 Urban Mammoth 66 
Star Fleet Battles: Captain’s Module #5 Flotillas 02 www.urbanmammoth.com 
www.federationcommander.com Infinity 68 
Warmachine: Legends 04 www. infinitythegame.com 
www.privateerpress.com Reaper Miniatures 71 
Victory at Sea 04 www.reapermini.com 
Traveller: Core Rulebook 06 
www.mongoosepublishing.com CONVENTION REPORT 
Monsterpocalypse Starter Set 08 GenCon Indy 2008 80 
Monsterpocalypse Boosters 09 www.gencon.com 
www.monsterpocalypsegame.com 
Vallejo Game Color Paints 09 
Vallejo Panzer Aces Paints 10 ADVERTISER INDEX 
www.acrylicosvallejo.com 
World Works Games: Exteriorworks Hinterland 11 Creat Canadian Miniatures IFC, 61 
www.worldworksgames.com WaeZone 1S Tersin 03, 46 
World Works Games 05 
BATTLE REPORTS Hasslefree Miniatures 07, 65, 79, 82 
Lear toplayCAV Aberrant Games 13 
www.reapermini.com/games/cav Blue Table Painting 15 
Warmachine_ Darkson Designs 19 
www.privateerpress.com HOTZ Mats 24 
Learn to play Monsterpocalypse__— CCC Mongoose Publishing 25 
www.monsterpocalypsegame.com Reaper Miniatures 31, 73 
Urban Mammoth 37 
PAINTING WORKSHOP Privateer Press 42 
Metropolis Viridian 51 Brand X Painting 47 
www.urbanmammoth.com Your Move Games 50 
Two Hour Wargames 55 
TERRAIN WORKSHOP Infinity CO 
Fantasy Landscapes: Dungeons 57 Columbia Games 67 


GAME SCENARIOS 
AE-WWII 64 
www.darksondesigns.com 


Federation Commander 
#4105 Distant Kingdoms $34.95 
Published by Amarillo Design Bureau 


In this latest expansion for Federation Commander we find 
two new races to play with along with more stuff that 


pansion material you'll need to have the FedCom core rules 
to use the material found here. 


, Once you remove the shrinkwrap you end up with a color 
cover that wraps around the product and bunches of stuff 
on the inside. The wraparound cover doesn't add anything 
to the actual contents, but it would be something to slide into a clear binder sleve to 
separate ship cards from different releases or races instead of just discarding it. You 
get two heavy cardstock map boards and I don't know of any FedCom players that 
don't like adding to their collection of map boards so these are welcome. The contain, 
as with other map boards, large and small hexes (on opposite sides) that you'll use de- 
pending on what scale game you're playing. The large hexes are what you'll want to 
use if playing with miniatures or 1" ship counters. Each map depicts a planet, one quite 
large and the other I'd call more medium sized. You then get a page of counters, which 
is also very expected as part of a FedCom expansion. You get 1/2" and 1" counters that 
depict the ships from this expansion if you are not a player that wants to use minia- 
tures. Everything to start playing with the Lyrans and Hydrans, this expansion's new 
races, is contained herein. 


The rulebook is jsut 16 pages in length adn you start off with some background of the 
WYN Cluster, which is sort of like a refuge area for renegades and outcasts from other 
empires. There are three WYN-specific ships that you get in the set; the War De- 
stroyer, War Cruiser adn Auxiliary Battlecruiser. Then we get into a weapon system 
called a Hellbore Cannon that is an usable by the Orions and WYNSs. It can only fire 
every other turn and is basically a fusion bomb that's sent out at warp speed. It dam- 
ages all six sides of a target's shields so it can be quite potent when it comes to whit- 
tling down all parts of a target ship. Hydrans favor the Fusion Beam, which can also 
fire just every other turn. The Expanding Shpere Generator is an interesting weapon 
that basically creates a force field around a Lyran ship which can be used in defensive 
and offensive capacities. A very interesting addition to this set are the Hydran Stingers 
which are the size of shuttlecraft, but are designed to be used as fighters. These can be 
housed inside larger ships and then sent out to harass the enemy. They can't take a lot 
of damage, when comparing them to a standard warship, but they could prove to give 
your enemy a real headach. You'll keep track of up to 12 of them on one card and they 
don't have the plethora of systems to keep track of like you do with larger ships so I 


don't think they'll slow things down much. 

The Hydrans are old enemies of the Klingons and Lyrans. They are described as being 
four foot tall grey colored barrel-shaped aliens with three leg and three tentacles that 
breathe methane. Their ships have lots of sloping edges and remind me a lot of a 
wedge or similar tool. The Lyrans used to be enemies of the Klingons but, over time, 
became allies. In addition to them being enemies of the Hydrans the Lyrans also have a 
deep hatred for the Kzintis. Like the Kzintis, the Lyrans are a bi-pedal cat-like human- 
oid, but they are more akin to a Lynx. They are also described as being very short tem- 
pered. Thier ships are based around twin and tri-hull designs and seem a bit more inter- 
esting looking to me. The book ends with six scenarios, one that includs the giant 
space "moray eel" that has a monstrous amount of damage points and completely by- 
passes shields when it attacks. It's not exaclty a "hard" sci-fi kind of enemy but would 
be fun to play a game with once in a while. You get six regular sized ship cards (fleet 
scale on one side and squadron scale on the other) for each race plus one huge ship 
card for each. If you're not planning on expanding the races you play in FedCom then 
you might not find a lot to want this set for unless you are obsessive about owning 
everything for a particular game. I can understand that because there are some games 
that I just get everything for even if I don't end up using it. On the other hand, if you 
want to branch out into a new race or start the game (remember that you still need to 
get at least a copy of the core rulebook, but you can do that for just $10.00) playing 
something a bit out of the ordinary then this is a good way to go. 


Review by Mark Theurer 


Star Fleet Battles 
fa #5665 Captain's Module Omega 5: Flotillas $21.95 
Published by Amarillo Design Bureau 


Omega Flotillas is the fifth supplement for Star Fleet Bat- 
tles that deals with the empires of the Omega Octant. 
Omega 5 includes a 78-page rule book, a counter sheet 
| with 108 ship counters, and a 78-page ship status display 
(SSD) book. Omega 5 is not a complete game, ownership 
of the basic Star Fleet Battles Captain's Edition Basic Set 
is required. To get the fullest enjoyment from Omega 5, 
you also need: 


Star Fleet Battles Captain's Edition, Advanced Missions 

Star Fleet Battles Captains' Module J, Fighters 

Star Fleet Battles Captain's Module K, Fast Patrol Ships 

Star Fleet Battles Captain's Module Omega 1, The Omega Sector 

Star Fleet Battles Captain's Module Omega 2, Omega Reinforcements 


e Star Fleet Battles Captain's Module Omega 
3, The Omega Wars 

e §©Star Fleet Battles Captain's Module Omega 
4, The Omega Rebellion 


You can use Omega 5 on its own if you already 
have the Star Fleet Battles Master Rule Book and 
the Star Fleet Battles Omega Master Rule Book, 
but your ship choices would be extremely lim- 
ited. 


Star Fleet Battles (SFB), like Federation Com- 
mander (FC) and Federation and Empire (F&E), 
is based on the original Star Trek television show 
and the subsequent Star Trek animated series. 
Amarillo Design Bureau (ADB) has extended 
this foundation with many products. The exten- 
sions include historical ships for the existing 
empires (the Y-series modules), new smaller 
empires (as in the F-series modules) and even the 
races of the Magellanic Cloud (Module C5). 
While these modules fit into the existing SFB 
setting, and there is a chance they will eventually 
be available for FC and F&E, the Omega series 
is completely separate. 


The setting for the Omega series is in a different 
part of space, the Omega Octant, east of the em- ’ ’ 
pires covered in SFB (the Alpha Octant) and @ 
separated from them by a vast void. This void, 
approximately as large as the Federation, is full of 
ion and magnetic storms and sensors do not func- 
tion. This isolation means that the empires in the 
Omega octant have "grown up" on their own - with their own technologies and cul- 
tures. That's the what - now, as to the why: 


"Players of Star Fleet Battles have long wanted new races, new strategies & tactics, 
and new backgrounds for fiction and other expansions. The amount of such material 
which can be added to the existing races of the Alpha Octant is limited, but the rest of 
the Galaxy beckons, with fast regions of totally unexplored space waiting to be sur- 
veyed!" (Omega Master Rule Book, (c) 2007 Amarillo Design Bureau, Inc.) 


Captain's Module Omega 5 adds fast patrol ship (a.k.a. gunboat) flotillas and their ten- 
der ships to the fleets of the Omega sector. A fast patrol ship or gunboat is a striped 
down starship designed to work in flotilla and supported by either tenders or star bases. 
While normal starships are large, with crews in the hundreds, and can fulfill many dif- 


“Making Your Home A Great Place To Wage War” 


ferent roles (warship, exploratory ship, police 
ship, diplomatic courier), the gunboat is a de- 
signed to be a weapons platform. A gunboat is 
significantly smaller, usually a crew of 10 or less, 
and has very few systems other than those re- 
quired to power and fire weapons. 


The advantage of the gunboat is that roughly six 
such ships can deliver the fighting power of a 
heavy cruiser at a significantly reduced cost, even 
counting in additional systems on the scout and 
command gunboat variants. In the Alpha Octant, 
gunboats appeared during the middle of the Gen- 
eral War when the economies of the seven bellig- 
erent empires began to strain under the cost of 
fighting the war. In the Omega sector, the eco- 
nomic cost of resisting the Andromedan invaders 
drove the creation of gunboats. 


The Module Omega 5 rule book includes the next 
cycle in the Omega background that covers Y205 
to Y221, and general rules for fast patrol ships 
and captor mines. Specific rules for the Maesron 
Alliance, Kokigahr Soldiarity, Trobrin Emire, 
Vari Combine, Probr Revolution, Drex Unity, 
Alunda Hot, Loriyill Collective, Iridani Questers, 
Ymatrian Horde, Worb Technocracy, Federal 
Republic of Aurora, Singer Protectorate, Ryn 
Enclave, Qix Amalgamate, and Branthodon Re- 
gime are also included. In addition, there are 5 
fast patrol ship scenarios and annexes to update 
master charts for all the ships included in this 
module. 


The Module Omega 5 SSD book includes the Star Fleet Battles style ship displays for 
the new Omega ship types. Almost every empire gets a Space Control Ship (the 
equivalent of a carrier for fast patrol ships), PF Tenders (the equivalent of auxiliary 
carries for fast patrol ships), as well as ground bases, fighters, and the fast patrol ships 
(gunboats) themselves. Some empires, like the Branthodon Regime, do not get all the 
SSD's as this doesn't fit the empire's background. 


The production quality of Omega 5 is good; it is up to the standards of the other SFB 
products. The rules are clear and well written. The SSD's provide all the information 
required for the ships they represent and the counters clearing identify the ship type 
and empire. In fact, it's only when comparing this product to the Federation Com- 
mander product line that Omega 5 loses some of its luster. 


For example, where FC has full color laminated ship cards, Omega 5 has black and 
white sheets like the other SFB products. While extremely useful, the format is show- 
ing its age. SSD's in recent Captain's Logs have shown that ADB is working on ad- 
dressing this, but given the cost to rework existing SFB products, I expect only new 
products to take advantage of the new formats. 


In general, this is an exceptional addition to a great product line. With this module, the 
Omega empires now have access to all the ship types available to the Alpha empires. If 
you already have the other Omega modules and you want to include gunboats in your 
games, then this is a must buy for you. I would also highly recommend that you pur- 
chase Captain's Log 37, as it has articles on Omega 5 gunboats that supplement this 
module. However, for the novice, this is not a starter product. This is an addition to a 
well-established product line. In fact, if you are just starting out with SFB, I would 
recommend that you spend some time getting familiar with the Alpha octant before 
venturing across the Void that is east of the ISC. 


Review by J. Michael Tisdel 


wy Warmachine: Legends $34.99 
“4 By Privateer Press 


If someone were to ask me if it was worth standing in line at 
GenCon to pick up the newest book for Warmachine I 
wouldn’t even have to think about it to answer yes. I’m 
willing to guess that most other Warmachine fans out there 
who stood in line would say the same thing. Okay, so some 
folks are probably labeling me a Privateer Press fanboy 
right now. This may be true; I’m willing to admit it. I play 
the game a lot and enjoy it most of the time (although occa- 
sionally seeing your army tossed around like a doggy toy 
doesn’t particularly qualify). So, I admit I’m biased, but 
that has been earned by a quality product. The Legends book too fits that bill. 


¥ y diye 


LEGENDS 


So, what’s so special about this expansion? Well, if you’re looking for a ton of new 
rules I’ll have to say that after a quick read of two pages you will have read all there is 
for rules and errata. Well, are there any groundbreaking new rules that are sure to 
shatter the fabric of the Warmachine universe? I doubt it, but there are some new 
things that will really mix up how some armies function. The light cavalry isn’t ex- 
actly new since we’ve gotten a taste of it over the summer but I do see them becoming 
very popular with some armies. Same with the dragoon characters, everyone has one 
and man will they be handy. Cryx players (me included) will be saddened to know 
that the Warcaster attachment (that’s the Skarlock you sleep with under your pillow) is 
not exclusive to our army anymore. Cygnar gets a jack, Khador gets wardogs and the 
Protectorate gets the Hierophant as their warcaster attachments. Speaking of warjacks, 
each army gets a new unique light and heavy jack to add to their armies. Some of 
these are really keyed to certain warcasters with the new rule called Affinities, which 


give a unique jack an additional ability when teamed with a specific warcaster! Yes, 
they are sweet too. For example, Thorn a new light warjack for Cygnar can channel 
spells while in MELEE when he’s attached to Haley’s battlegroup. The one thing 
Warmachine players look forward to with each expansion book is a host of new units. 
Some books have only had a handful of new units, while others have contained a bus 
load. I’m happy to say that Legends fits into the latter category. Now a lot of the new 
units will not be a surprise because Privateer Press has already released or previewed a 
lot of them this year. So you may flip through the pages and say, “That’s not new!” 
True! But what about some of the others units that are going to be released in the near 
future? Oh my, they look sweet. At this rate I will never have a completely painted 
army! 


Well, some new rules and new units, I guess that’s about it. There’s nothing else to 
say. Wrong. At least for me, every time I’ve picked up the next book in the collection 
it has been about the stories. The game is a lot of fun no doubt, but I think a part of it 
for a lot of players (I won’t say all and you know who you are) there’s an element of 
emersion into the story when we play. The books have laid out an excellent storyline 
that gives you a sense of history for your characters when you play Warmachine or 
Hordes. At least that is how it feels for me and so I read all the stories in Legends in 
one day. I can’t tell you much about all the units of the other factions unless I’ve had 
some experience playing against them, but I can tell you what has happened to each 
faction throughout the history established by the books and No Quarter magazine. It’s 
been good reading from the very beginning and Legends continues to add to the story 
of the Warmachine/Hordes universe and lays the groundwork for an exciting future. 


So, I give Legends a big “thumbs up”. The development of the storyline and the ex- 
pansion of the game with new rules and units seem to really hit the mark. I definitely 
recommend it for players and those who may not play but are fans of the Warmachine 
universe. There’s plenty I didn’t cover that is new in the book, but I wouldn’t want to 
spoil it for anyone that hasn’t gotten a copy of it yet. And if you’re “on the fence” 
trying to decide whether to buy it or not, just go ahead and get. If you’re to the point 
of actually having to decide then you’ll think it’s worth it. Enjoy! 


Review by Rodney Forehand 


Victory at Sea $24.95 
Published by Mongoose Publishing 


Victory at Sea 


Victory at Sea is a WWII naval combat game for minia- 
tures. After getting a couple of battles under my belt | 
have to say that they are pretty fast playing and fun rules. 
I have always wanted to get into naval combat and there- 
fore having an excuse to buy some cool ship miniatures. 
So when I saw the Victory at Sea rules I decided to give 
them a try. It has certainly been worth it! I’ll share some 
my thoughts on the game, but please bear in mind that this 


is from the point of view of a 
relative novice to naval 
wargaming. 


The rule book is a very man- 
ageable size at 96 pages, es- 
pecially considering that only 

the first 18 pages contain the ate PTA 
rules. After that there are 7 . \ FS. AOR 
pages of generic scenarios, 13 NS - as 
pages of historical scenarios, 
7 pages with rules for cam- 
paign gaming and then the 
rest of it contains ship lists 
and stats. At the very end of 
the book there are several 
unnumbered pages with cut- 
out ships and game aids so 
you can jump right into play- 
ing (assuming you don’t have 
miniatures already). For me 
this was a definite plus, be- 
cause I don’t have any ship 
miniatures at the moment. I 
wish you could download the 
ship counters in PDF format 
though! 


Feo Fantasy to Modern and Sci-Fi, 
WorldWorks creates easy to build RPG 
model sets ranging from $10-$15.00 uso 
Its as easy as; 

Download from home, Print & Play! 


The rules themselves are 
pretty easy to understand 
(although I had to look up 
what the beam of a ship is). 
They are broken up into Ba- 
sic and Advanced rules. Nor- 
mally, the basic rules give 
you a feel for the game sys- 
tem and then the advanced rules throws in more calculations to make the game seem 
more realistic. That was not the case for Victory at Sea. Once you have played 
through the basic rules a couple times and get the hang of them, you have got the game 
all figured out. Instead of complicating anything you’ve already learned, the advanced 
rules add in airplanes, submarines and weather. I recommend downloading the FAQ 
from their website too. The FAQ is only about 2 pages long, but it does elaborate on 
the ship turning rules and I realize now that I was playing them wrong. 


As for materials you will need to play, obviously you will need a table. A 4’x6’ table 
worked really well for me, although 4’x4’ would be okay for battles with just a few 


daa 


pees: 1, my Wo 
PROFESSIONAL WORLD BUILDERS & DREAMERS 


a 


BSCAWORKS tales 
UT uf ee ect TAA | 


Vow World Is Waiting @ 


www.worldworksgames.com 


ships. You will need some ship miniatures or use the counters in the back of the book. 
The rules are scaled for miniature 1/6000 to 1/2000. You’ll need a tape measure for 
measuring distance and also some 6-sided dice for combat resolution. I think the most 
I needed at one time was 4 dice. Finally, you will need something to record your ship 
stats on and a pencil for updating the stats as you take damage. I also recommend go- 
ing to the Mongoose Publishing website and downloading the ship list PDF file that 
you can print to keep information on. If you use several ships of the same class then 
the ship log will keep damage for 3 ships, otherwise you’ll need to print a sheet for 
each ship class in your battle. Playing time will only be an issue depending on how 
many ships you throw into the mix. My first game had 4 ships and even while learning 


the rules it only took about 45 minutes to play. 


The game is played in turns with each turn broken up into 4 phases. The first phase is 
the Initiative phase were each player roles dice to determine who goes first (or the win- 
ner can make another play go first). Next is the Movement phase in which each player 
alternates moving their ships. After all the players have moved their ships then you 
move into the Attack phase. In the Attack phase initiative is extremely important be- 
cause damage resolution is immediate and not all ship fire is simultaneous. During this 
phase, ships can be destroyed and crippled before they can even participate in the fight. 
Also, your ships can take critical hits that affect your ships’ performance. The last 
phase is the End phase. During this phase each ship has the opportunity to repair criti- 
cal damage (but not structural damage) and put out fires. 


I have to say I was surprised by the ease of which I learned the rules and how smoothly 
the game played. I can’t vouch for the historical accuracy of the game system, but for 
the more casual naval historical gamer like myself, I really enjoyed it. I’ve already 
started looking at ordering some miniatures to start playing the game, I just can’t de- 
cide if I want to focus on the Atlantic or Pacific. So, if you’re like me and want to try 
some naval wargaming then I think this game is definitely worth a try. If you are the 
type of naval combat gamer who prefers the sophistication and detail of a game like 
Harpoon (I never got to the end of the rules...) then this will probably seem a little too 
trivial for you. 


Review by Rodney Forehand 


Traveller: Core Rulebook $39.99 
Published by Mongoose Publishing 


Similar to Mongoose bringing Paranoia back into print a 
similar thing has taken place now with Traveller with this 
new core book. You might need to be over 30 or so to 
remember the original Traveller books that bore a striking 
resemblance to the new cover, to the left. They came as 
three digest-sized books with a black cover and red letter- 
ing. The new edition is a standard sized book and, to me, 
this really represents a “players handbook” for Traveller. 
It gets right into the meat of the game with a short intro 
into the world and the types of campaigns you might play. 
The first few pages of the book read as if they assume a certain amount of rpg experi- 
ence on the part of the reader. For the experienced gamer this is no problem at all but 
for a newbie sci-fi rpg player it might be a bit lacking. 


Core Rulebook 


The technology levels (TL) are as I remember them and we get right into Character 
Creation. Building a character, which are very skill-based, sees you moving through a 
career before heading out as an adventurer. It’s sort of like quickly progressing 
through your first career in real life and then moving on to what you really want to do 


when you retire. Your “retirement” might come early via a windfall or an injury or it 
might take a while as you put in your time. Each career is given two pages that detail 
your advancements, benefits, events and mishaps. Stereotypical sci-fi careers litter the 
character creation section and you can be a space marine or a med-tech kind of guy, or 
girl, or there are also lots of choices in between those. There are also a few alien races 
to choose from if being a human isn’t your thing. There are also rules for psionic char- 
acters, but GMs will want to make sure that having an empathy in the party won’t up- 
set their game plans. 


Skill checks are done by rolling 2d6 plus or minus various modifiers, like the difficulty 
of the task or your skill rating and trying to hit, or beat, a target number of 8. If you 
make it you succeed, easy enough. Things that are very hard to do might get a diffi- 
culty modifier of up to —-6 or up to +6 if it’s very simple. When it comes to combat 
you can perform what is called a Minor action and a Significant (or two more Minor) 
action each turn. Shooting is a significant action and it’s just a like a skill roll, but 
your opponent can try to get out of the way. You, or your opponent, can react to any 
number of incoming attacks per turn and doing so gives the attacker a —1 modifier, but 
also reduces the reacting character’s initiative by 2 so you can make yourself harder to 
hit but all of the extra shucking and jiving costs you a bit, too. I like that. It’s not hard 
to keep track of and it adds a bit of tactics to the combat sequence. Do I take the hit 
and get to go next or try to dodge and let another bad guy go before me? When you 
take damage it first reduces your Endurance, then your Strength and/or your Dexterity. 
When they are all gone you are too. As you’d expect it’s better to end fights quickly. 


Vehicles, especially space craft, are prominently featured in Traveller and they have 
played a pretty significant role in all of the Traveller (regardless of game system) that 
I’ve played in the past. It’s a very persistent theme that you’ll be part of a group of 
space-faring adventurers that earn a good part of their loot from blasting around the 
universe, carrying people and goods, while adventuring. Traveller is a wide open sci-fi 
game where anything is possible and you can (and I have) found myself on worlds that 
have a technology similar to the old west, with alien monsters of course, where life is 
cheap or in a sprawling megalopolis with artificially intelligent robots where life is 
even cheaper. Many, many years ago I remember playing the original Traveller game 
(and have also played the Traveller20 version) and this reminds me of those days. 
Sure, there’s a nostalgic value to it for me but it’s also an easy game to pick up and 
play. This book is short on fluff and your GM will be tasked to flesh out the universe, 
but it can really be anything he or she wants. 


Review by Mark Theurer 
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GRAVEYARD STUFF ! 


4) Monsterpocalypse Starter Set 
$24.99 
Produced by Privateer Press 


Well, we’ve been hearing and read- 
ing about Privateer Press’ new game 
for several months now and I finally 
got my grubby little hands on it. 
Here’s a look at the initial release, 
but you can also find a learn-to-play 
battle report a bit farther into this 
issue of Fictional Reality. 


The starter set comes packaged as a square box and it contains enough stuff for one 
player to get into the game. I tore into it feverishly like a kid at Christmas and found... 
A rulebook 

A quick-play guide 

A reference sheet 

A whole bunch of brightly colored dice with explosion markings on them 

A play map 

A bunch of monsters and units, some large and some small 


I’m sure the first thing that most people want to know is how do these pre-painted fig- 
ures stack up against the rest on the market right now. I’ve played with just about all 
of them that have come before these (Mage Knight, Hero Clix, Horror Clix, D&D 
Miniatures, and Reaper’s Legendary Encounters) and I can very honestly say that these 
are the best I’ve seen. There is shading on these models that is just superb and I found 
very little over-painting where colors bled over onto other areas of a figure. This was 
really only present on some of the small tanks, though. I really like the Hyper (more 
on that later) form of the monsters. They are a clear, colored plastic that just oozes 
coolness. Each miniature comes on a square (about 2.25” for buildings and big mon- 
sters and 1.25” for small units) base that lists its stats, skills and abilities on the top and 
faction information on the bottom. I’m very happy with all of the miniatures, from 
space ships to tanks to giant fighting robots. All of them are really well done. 


The rulebook is a 62-page full color affair that’s easily as good looking as any other 
rulebook that Privateer Press has done for Warmachine or Hordes. It’s not a full-size 
book, coming in at just 6” square, and it’s not on as thick of paper as their other books 
(more like magazine thickness) but it’s colorful and easy to read with most text being 
black on a yellow background. It contains a table of contents and good glossary to 
help you find stuff quickly and there’s also a 2-page spread devoted to each of the six 
initial factions showing off some of their models and giving enough background info 
to get you into the spirit of each of them. 


For the factions you have the G.U.A.R.D. which are lead by giant robots and backed 
up by helicopters and tanks; the Martian Menace are just what you’d guess, flying sau- 


cers and the like; The Lords of Cthul are quite reminiscent of everything you could 
think of from Cthulhu-inspired monsters from beyond; the Terrasaurs are like giant 
dinosaurs; the Planet Eaters are sort of like space monsters from beyond; and the 
Shadow Syndicate are another type of giant robots and vehicles. The goal of the game 
is to beat your opponent’s guys into a bloody mess while rampaging around a city 
busting up buildings as you go. I fondly remember playing Crush, Crumble and 
Chomp in the arcades as a kid and this immediately brought me back to those days. 


The dice, white, blue and red, have either nothing on a side or a number of tiny explo- 
sions. Each one of these signifies a strike against your enemy when rolled. You get a 
total of 24 dice in the starter box and a single player won’t need any more than that. 
Game play has each player alternating back and forth activating either their units or 
their big monster, but you cannot activate units and a monster on the same turn. When 
you activate units you use Action Dice (the white ones) to do things. You start off 
with 10 Action Dice and it costs you one to move a unit and it costs one or more Ac- 
tion Dice to attack something. It also costs Action Dice to bring, spawn, new units 
onto the table. When you use an Action Die you move it to the Monster side so there’s 
a resource management aspect to the game, too. You’re moving the Action Dice back 
and forth between unit and monster pools all throughout the game. Resource manage- 
ment is not something that’s new to Privateer Press as it factors heavily into War- 
machine. The Boost Dice (blue) are used to increase the effectiveness of attacks. 
Sometimes you get Boost Dice just because your attack says so and sometimes you get 
them due to special abilities and skills. Power Dice (red) are the most powerful, more 
hit icons, and you get these when you destroy other units and bring buildings crashing 
to the ground. 


The mechanics of the game are easy to grasp, attacking by rolling dice and counting 
the number of strikes against the target’s defense, but there are deeper things going on 
here, too. Almost every figure in the game has a series of special skills and abilities 
that will benefit it while you’re trying to lay waste to the landscape and your enemies. 
Some abilities are useful only to the figure that possesses it while others can extend 
their usefulness to other units around it. Most players will want to build their army of 
models that work well together and usually this will mean using models from the same 
faction, but this is not required. The starter set comes with a set group of units (a Ter- 
rasaur Carnidon, a Lord of Cthul Spitter, a Martian Menace Vanguard and a 
G.U.A.R.D. G-tank), a Downtown High Rise and an Apartment Building and a random 
monster with its Hyper form. The regular, or Alpha, form of a monster is the “normal” 
version of it and the Hyper form is the really booster, butt-kicking version. You can 
use Power Dice to switch between forms during the game and ultimately you win by 
destroying the regular and hyper forms of your enemies monsters. Units that are de- 
stroyed can be brought back on in later turns, but once a monster is gone it’s gone for 
good. Units (tanks, little monsters, jet fighters, etc...) and Building can suffer just one 
point of damage but monsters (the big ones) can each take several hits. When build- 
ings are destroyed they are replaced with a cardstock tile that represents either a pile of 
rubble or a burning pile of rubble. These were slightly warped right out of the package 
and are the only thing that I’d have liked to be different. Maybe if they were on 


thicker cardstock they wouldn't have warped, but its something I can deal with. 


The play mat measures 24” x 30” and is double sided with two different layouts to play 
on. It’s small enough to easily fit on a dining room table and for tournament play you 
can get several more players playing than a typical miniatures game. The maps are 
brightly colored and the square grids are easy to see for movement and counting range 
for attacking. They are printed on heavy, glossy paper and should stand up to lots of 
regular use. I look forward to maps of different locations that can be used to build 
specific army strategies for. 


Privateer Press has really struck out in a decidedly different direction than War- 
machine or Hordes and the pre-painted nature of the game won’t sing to everyone. If 
you are a hard-core miniature painter/player and simply don’t want to play a pre- 
painted-plastic (PPP) game then Monsterpocalypse probably won’t change your mind, 
but then again no other PPP game would either. I found, as you’ll read later in the 
learn-to-play battle report, Monsterpocalypse to be a fun game. One that I can play 
with my kids as well as the rest of my regular gamer friends. It’s easy enough for kids 
to grasp but also deep enough for people who are looking for something closer to the 
miniature games that they might be used to. Production values are easily up to Priva- 
teer Press’ previous offerings and, even though it might be heresy in some circles, I 
could go for some pre-painted-plastic units and Warjacks/Warbeasts for Warmachine 
and Hordes. 


Monsterpocalypse Unit Booster $12.99 
Monsterpocalypse Monster Booster $12.99 
Produced by Privateer Press 


Unlike the starter sets that all come with iden- 
tical units and buildings, in the Unit Boosters 
you get a random selection consisting of one 
building and four units. The rarity of units is 
tracked with starts, going from 1 to 3, with 1 
star being the most rare and 3 stars being the 
most common. You get one 1-star, one 2-star 
and two 3-star units in each booster and any 
factions can be represented in the box. The 
building comes with the ruin/fire card to replace it with once it is destroyed. 


You might not always pull something that you really want out of a booster but you'll 
probably always pull something that you can use. The game rules give benefits for 
using units from the same Agenda (depending on what monster and units you build 
your force with), but you can use models from different agendas side by side with no 
ill effects. You might be missing out on some built-in benefits. Building a "pure" force 
will require you to either buy a bunch of boosters or do some serious wheeling and 
dealing or buying of singles on the secondary market, which I've already seen spring to 
life on eBay. 


Paint jobs on all of the units were quite good. I found very few instances of overpaint- 
ing and the shading and highlighting was done really well. I especially like the use of 
clear colored plastic on several of the units like the Sun Striker and Vanguard. My 
only gripe with the Unit Booster is that the ruin/fire card that replaces a building came 
out of the package a bit warped. This won't have any effect on game play, but I'd just 
rather it lay flat is all. 


If you're new to the world of collectible-miniature-games then not knowing what 
you're buying (buying blind) may be a turn-off, but I think that Privateer Press has 
mitigated this problem to a certain extent by allowing whatever units you want to be 
part of your force. If you buy, and I'm not saying you should do this just that you 
could, three unit boosters and a starter pack you'd end up with 16 units, 1 monster 
(regular and hyper form) and 6 buildings. That's definitely enough to either play with 
as-is (using a mix and match force) or have quite a bit to trade with. A reality of 
CMG's, or trading card games, is that it's normal to expect a degree of trading on the 
part of players. If I pull something that you want and you have something that I want 
we can work out a trade that's mutually beneficial. If you want to avoid this then you 
can buy the bulk of your force exclusively off the secondary market but I do have to 
admit that I still get that "Christmas morning" feeling when opening packs like this so 
they've definitely have that going for them. 


In the Monster Booster you get just two models, but they are of the same monster. 
You get the regular and hyper form of whatever monster was randomly put in the box. 
I find the unit booster will be of greater value to the casual player than the monster one 
because if you already have Defender X, in both his forms, and then pull another De- 
fender X, regular and hyper, out of a Monster Booster that you buy you’ll be more 
than a bit disappointed. With the Unit Boosters you at least know that no matter what 
you pull you’ll be able to use it, even if the units that you pull are not part of your 
overall army-building strategy. 


Reviews by Mark Theurer 


Vallejo Game Color Paints 
Produced by Vallejo Paints 


Mark received a sample set of Vallejo Game 
Color paints and asked if I would like to review 
them. Being a big fan of Vallejo paints in general 
I gladly accepted. To my satisfaction eleven bot- 
tles of paint appeared in my mailbox. For those 
who know nothing about Vallejo’s paint line there 
are a few facts that are important to know. The 
model color line is VERY extensive. The amount 
of colors in it meant that I didn’t have to mix a 
whole lot of colors if I was willing to buy a bunch. 


As their name suggests, Vallejo Model Colors were intended for model uses and their 
color line up sports an extensive military selection. Vallejo Game Colors are the 
model colors stepbrother. While not as extensive, the game color line still runs pretty 
deep. This is the line of paints from which my eleven review little bottles came from. 
The eleven colors I was sent were 72100 Rosy Flesh, 72099 Cadmium Flesh, 72098 
Elfic Flesh, 72102 Steel Grey, 72095 Ice Blue, 72105 Mutation Green, 72104 Fluores- 
cent Green, 72101 Off White, 72097 Pale Yellow, 72103 Fluorescent Yellow, and 
72096 Verdigris Glaze. It is an admittedly odd collection, but one that for the most 
part supplemented my current paint line. 


Vallejo Game Color differs in consistency from the model color line. The paints are 
much thinner and have a tougher binder. The game color line is made to be used on 
miniatures that will be handled and adhere really well with little rub off or chipping 
from an appropriate primer. Vallejo Game Color bottles retail for $3.25, but can be 
found online for around $2.60 with a little shopping around. The bottles are 17 ml 
dropper style bottles from which you squeeze the paint on to your palette in small 
drops. The pigment count in the VGC line is very high, and although I feel the paints 
are thin enough in their packaged consistency (I would never say that about the model 
line) they can be thinned down more if it fits your paint style. The thinner consistency 
combined with the dropper bottle make it really easy to mix colors if their more than 
100 paint colors don’t fit your needs. I suggest putting a few glass beads into every 
bottle as an agitator. This will help shake and mix the paint before use. The names of 
the colors correspond with the names of the Games Workshop paints of the same color. 
Elf Flesh becomes Elfic Flesh, Ice Blue is the same for both companies, and there are 
additional colors that don’t correspond like the verdigris glaze and the fluorescent col- 
ors. The three flesh colors do a very good job of working together. Combine these 
with the Tanned Flesh and you are really set for almost any Caucasian or Asian skin 
tone, smooth coverage with no streaks. The Steel Grey and Ice Grey are in the same 
color family. They are great mixed together and work for each other’s shadows or 
highlights. The Steel Grey was wonderfully opaque. It is amazing with some of the 
darker color how much this paint can be thinned. The Mutation Green on the other 
hand was a bit of a disappointment. It took significantly more shaking and several 
tests before it achieved good pigment suspension in the emulsion. It could have settled 
more. We will see over time if this happens again. The good news is it worked, but 
figuring it out on a mini would have been really frustrating. Try it out on your palette 
just in case. The Off While was a good warm white. Great for robes and parchment, 
or for highlighting when you don’t want extremes. The Pale Yellow is horribly mis- 
named. I like it a lot. I use a Yellow Ochre that is very similar in color, however this 
wasn’t name yellow ochre. The Pale Yellow tended towards an old dried mustard 
color. It is great for clothes followed by a brown wash, but not so much a Pale Yellow. 
The Verdigris Glaze was equally intriguing and disappointing. The color was spot on 
for oxidized bronze. Really neat, almost glow in the dark green, however the Glaze in 
the name made is sound much thinner. This was the thickest of all the paints. I will 
really need to be watered down before being applied to a statue or old shield. I save 
the fluorescent colors for last because they behaved the same. Getting beyond the fact 
that they were fluorescent colors, they behaved a bit different. The pigmentation 
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seemed weaker and they were much glossier. When the heat gone was applied on 
some test swatches it bubbled unlike all the other colors. Yes, I know how many peo- 
ple use heat guns when painting, well I do when in a hurry. The bubbling doesn’t 
bother me since it was only with the heat, but it did confirm that it acted just a little 
different. It was more of a gel than paint. I really like Vallejo Game Color paints. 
They already have a place in my paint collection. My brother recently got the big suit- 
case pack from an online store is just as happy as can be. I have and continue to rec- 
ommend them to anyone who asks about what paints to buy. 


Review by Christopher Carr 


Vallejo Panzer Aces Paints 
Produced by Vallejo Paints 


Christopher got to play with the Game Color 
line of Vallejo line and I spent quite a good bit 
of time with their new Panzer Aces line. It con- 
sists of 48 colors that come with colors like US 
Army Tankcrew (a sort of olive color), Stencil 
(what you’d expect to use for insignia on vehi- 
sex cles), USMC Tankcrwe (a very rich green) and 

Dark Rubber (almost black). You can find the 
se225 Panzer Aces line in either 8-packs for about 
BE $25.00 to $28.00 or individually for around 

$3.29 per 17ml bottle. 
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‘As you’d expect by the name, the Panzer Aces 
line would be of particular use to painters of 
WWII era models. Well, as it just so happens I 
have a load of AE-WWII models that need 
painting I’1l be taking some of these colors on a 

test drive while painting up my US forces. The color selection in this set is made up of 

a lot of browns and greens but there’s also a smattering of red-ish (rust, yellowish rust, 

shadows flesh) and a blue (periscopes) in the set. I'll mostly be using the browns and 

greens so it’s a good thing that they make up the bulk of the shades represented. 


Since each color comes in a dropper bottle you’ll need to squeeze out the amount 
needed onto a palette instead of sipping your brush into a the bottle. I find that my 
biggest problem, and it’s really just my problem not a problem with the paints, is that I 
tend to squeeze out more than I’ll need for a particular application. I need to get into 
the habit of squeezing out less than I think I’ll need and then just squeezing out a bit 
more, but until I can do that I sometimes end up with more paint on the palette and 
some goes to waste. 


I found several things in common with all of the paints. First, they are smooth, very 
smooth. After a few shakes to make sure that everything is mixed properly I loaded 


my brush with a little bit and went to work. I found that all of the colors went on very 
cleanly and with no little bits of pigment left over like you’ll sometimes find happen- 
ing with cheaper craft-type paints. 


They also dried quite quickly. When I got done with a particular color on a couple of 
models and I was ready for a highlighting color or a wash the previously painted sec- 
tion was ready for me. The colors also coated marvelously. If I, and I did, have places 
where I over-painted and needed to touch things up it was no problem at all. One color 
covered over the other just fine. To sum it up, these paints are smooth in application 
and consistent in quality. I thinned down a few of them while painting but don’t really 
think that’s they require it. I think it comes down to your painting style and if you want 
to use thinner coats of paint. There’s nothing that I don’t like about them. For any 
WWII-era (either alternate, weird or normal historical) I’m sure that you can find 
every color that you need. Here’s a listing of all 48 colors in the set. 


Set #1 
301 Light Rust, 302 Dark Rust, 303 Yellowish Rust, 304 Track Primer, 305 Light 
Rubber, 306 Dark Rubber, 307 Red Tail Light, 308 Green Tail Light 

Set #2 
309 Periscope Blue, 310 Old Wood, 311 New Wood, 312 Leather Belt, 313 Stencil, 
314 Canvas, 315 Light Mud, 316 Dark Mud 

Set #3 
317 British Tankcrew, 318 US Army Tankcrew, USMC Tankcrew, 320 French 
Tankcrew, 321 Highlight Brit Tankcrew, 322 Highlight US Tankcrew, 323 Highlight 
USMC Trankcrew, 324 Highlight French Tankcrew 

Set #4 
325 Russian Tankcrew I, 326 Russian Tankcrew II, 327 Italian Tankcrew, 328 Japa- 
nese Tankcrew, 329 Highlight Russian Tankcrew I, 330 Highlight Russian Tankcrew 
IL, 331 Highlight Italian Tankcrew, 332 Highlight Japanese Tankcrew 

Set #5 
333 German Tankcrwe Black, 334 German Fieldgrey I, 335 German Fieldgray II, 
336 Afrikakorps Tankcrew, 337 Highlight German Black, 338 Highlight German 
Fieldgrey I, 339 Highlight German Fieldgrey II, 340 Highlight Afrikakorps 

Set #6 
341 Flesh Base, 324 Flesh Highlight, 343 Flesh Shadow, 344 White German Tanker, 
345 Splinter Camouflage Base, 346 Splinter Blotches I, 347 Splinter Blotches II, 348 
Splinter Strips 


As you can see above you can buy 2-3 colors that all work together to provide the 
highlight and shade to a base color and not have to do any mixing on your own. To me 
that’s a definite plus and will not only let you spend more time painting and none mix- 
ing but it will also ensure that all of your figures of a particular type will look the same 
since you used the exact same colors on them no matter when you painted them. 


Review by Mark Theurer 
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This recent set from WWG differs from their other recent offering in that it’s neither 
modern/sci-fi (like Shadowcore: Prime or Mayhem Marina) nor is it an interior fantasy 
location like DungeonWorks or CaveWorks. The instructions that you get along with 
the rest of the files are all easy to understand and should be read even if you’ve built 
multiple WWG sets in the past. 


The tiles in the set include the 1” grid, 1.5” grid and gridless formats that we’re all 
used to now, but you also get another option with hexed tiles. The hexed tiles have 7 
hexes across in each direction and would go together just as easily as the other formats. 
If you’re playing stuff like GURPS or Fantasy Hero this set suddenly becomes very 
useful to you. My guess is that this will impact a small minority of gamers but it’s still 
nice to have the option. With the tiles you get basic (grasslands), dirt paths and stream 
sets. The basic set you get five tiles. The first is mostly grass with a smattering of dirt 
patches, the second has some big rocks on it, the third contains a big rock in the center. 
The fourth is mostly dirt and has a campfire in the center and the last is dominated by a 
huge slab of rock right in the center. The first and second tiles are the most useful of 
this batch. Six pages make up the dirt path set and these are very similar to the roads 
in Streets of Mayhem. You get an intersection, a curve, a dead-end, a straight section, 
a T-intersection and a bridge over a stream. All are very well done and the bridge one 
gives you a glimpse of the amazing looking water that you’re about to get a lot of in 
the stream set. The stream sets are not unlike the dirt paths in that you get an intersec- 
tion, a curve, a (wavy) straight section, a dead-end that comes to a pool and a T- 
intersection. All of them connect in the center of the tiles so if you want a more diago- 
nal river you’ll need to do some Photoshop work on your own but I don’t think it 
would be too difficult to pull off if you really wanted to do it. The water looks amaz- 
ing! It’s simply gorgeous and I can’t say enough good stuff about how it looks. You 
have the option of building the tile sets using the PaperLinx system, where each 7” 
square is linked up to two others via small foamcore joints, but over time I’ve become 
less fond of this method and have decided to build 14” or 21” squares that contain ei- 
ther 4 or 9 of the 7” square tile sections on them. 


The next type of file you get are trees. One of the files is called “simple trees” and 
each page of this seven page file will net you either a single large tree, a group of trees 
that are growing close together or a bunch of saplings or small clumps of trees. The 
individual trees were the easiest to build. The tree trunks that you can build were 
really not my favorite. Not because of how they looked because they look as good as 
everything else in the set, but because of the many small cuts that are needed and the 
cylindrical shape that you have to roll and glue them into. It’s similar to building the 
propane tank from the modern set but smaller and more of them. 


The hills and stones files will get you just that, hills and stones. You can expect to 
make multiple cuts and bends when building any of these but none are really that diffi- 
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cult. The rocks are the easiest and you can knock out a 
bunch of these pretty quickly. The hill sections require that 
you build bracing sections that go on the inside to give the 
structure some stability and allow it to hold up miniatures 
that would normally crush it. The larger hill builds are not 
difficult either. 


Lastly we have cliffs and bridges. The cliffs will take up the 
most real estate on your tabletop and they are very easy to 
build. They are very much like the hills in construction, re- 
quiring bracing sections, but they go together quickly. You 
can stagger them, as seen above, or you can build steps 
(rocky stairs) that take your miniatures from one level to the 
next. Personally, I like the look of staggering each cliff more 
than the steps. The bridges are not hard builds but they do 
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require some cutting out of the spaces between the handrail 
supports. The textures on the cliffs are spectacular, easily as 
visually appealing as the water effects. 


Even though it’s listed in their “fantasy” section there are 
many modern uses for a set like this including a redneck 
zombie massacre game where everyone is running around 
the woods like 80’s horror movies. There’s obvious applica- 
bility for modern and fantasy miniatures games here but the 
rpg GM should not immediately turn away. You could build 
a marvelous wilderness encounter with multiple levels of 
elevation for your players to fight monsters on, but it would 
require more pre-game work on your part as the GM. 


Review by Mark Theurer 
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Last issue we took a look at building an army for 
CAV and this time around we’ll be learning how 
to play the game before heading towards a full- 
blown battle report. Hopefully I’ll be able to get 
the game basics down before getting my butt handed to me in a real game. Over the 
course of this article you’ll probably see some tactical errors that could have ended up 
producing a more favorable result had they not been done, but I’m exploring the rules 
here and want to get to try a bunch of different things. 


Instead of building and playing out a complete game from beginning to end we’ll be 
joining a simulated game in progress. The battlefield has already been set up and fig- 
ures have been deployed. In a standard game you would go through putting terrain on 
the field until you get to either a mutually agreeable amount or whatever is dictated by 
the scenario. I think that in the future I'll be downscaling some World Works Games 
stuff to build cardstock terrain at CAV scale. For now, we’ll use some hills and 
wooded areas. In a normal game you’d also deploy no more than 6” deep on the table 
and start the game from there. For today, we’re plopped down sections (groups of 
figures bought to fight together as a cohesive force) on the table. I’m using the CAV2 
rules and data cards along with the errata. If there are any errors floating around here 
they are mine. Here are the figures that we’ll be playing with today... 


Ritterlich 
Armor Section 
Mastodon - CAV/Fire Support 626 points 
Tiger - CAV/Attack 305 points 


Normally, an Armor Section needs to have between 4-6 models and at least 3 of them 
have to have the “role” of Attack. We’re going to pretend that the other two models 
that made up this section were both Attack CAVs and that they both got blown to 
smithereens before we get to this report. The Mastodon is a brutal model that has a 


high starting Defensive Value (DV) of 13. It also has one heck of a big gun that starts 
off with a Damage rating of 6 and it has the Piercing/5 special ability. This gives it a 
+5 to hit when shooting at targets that are not classified as soft. Well, since its most 
likely targets will be other CAVs, and they are not soft, I think that things will work 
out well for the Mastodon when its on the shooting end of things. In fact, his high 
DVshould also benefit him greatly when it’s being shot at. It can also take 7 points of 
damage before being consigned to the scrap yard. Oh, it can also use its big, and only, 
gun for Indirect Attacks. The Tiger is not quite as burly as a Mastodon, but he has a 
respectable starting DV of 12 and can take 6 points of damage. It has two guns that 
don’t individually have the same punch as the Mastodon but you are getting twice as 
many chance to hit. The Tiger’s guns have Piercing/4 and that’s not shabby at all. The 
downside to this section is that it’s made up of just two models in it, which can seri- 
ously hamper their efforts if one of them goes down. This section comes out to 931 
points and I’m going to give them the Superior Tactics doctrine which allows them to 
bury one card from the draw deck each turn. More on the draw deck in a bit. 


Independents 
Armor Section 
Starhawk VI - CAV/Attack 449 points 
Dingo - Vehicle/Attack 191 points 


I had wanted to get a whole column of armor in the form of 4 Dingo tanks, but I could- 
n’t get them painted in time so I| had to pair him up with a Starhawk VI CAV. The 
Starhawk VI is no slouch but I just had my heart set on a nice column rolling down the 
table. Guess I better get to painting them. Anyway, the Dingo is significantly more 
fragile than a CAV and can only take 4 hits. Its main gun is decent with a starting 


damage of 3, but it lacks the Piercing special ability. It looks to be mostly suited to 
fighting against other targets of its size or infantry. Not being able to take a column of 
them will probably make them less effective today, but we’re here to learn how to 
play. The Starhawk has two guns and missiles. The first have a 24” base range but no 
special abilities. The missiles have a 32” base range, Piercing/2 and are Smart, which 
allows it to negate some to-hit penalties due to range. This section comes in at 640 
points and like the single Ritterlich section we’re pretending that part of the section has 
already been destroyed. 


Flight Section 
2x Kikyu - Gunship/Attack 109 points each 


A flight section can have just two models and each has to have the Gunship role. Two 
Kikyu (sounds like “kick you” to me and I’m hoping they kick either the Tiger or the 
Mastodon in the jimmy) gunships work out just fine. These guys are neither tough nor 
hard-hitters but I’m hoping that they will prove to be, at least, a harassment and maybe 
even get in a lucky hit or two. They are soft so the piercing ability of the Ritterlich 
CAVs will be nullified and they are quite fast with a Move score of 18”. They each 
have two weapons that are quite wimpy when compared to the big guns of the CAVs 
but they have the Linked special ability that allows them to re-roll a to-hit roll. Also, 
one of their two guns has Piercing/1 so that will help against high-armor targets. 


Mortar Section 
2x Armored Heavy Mortar Team - _ Infantry/Fire Support 
135 points each 


I wanted to add these guys to 
try out some indirect fire and 
see how infantry could hold 
up under fire. In a larger 
game you’d probably have 
infantry fighting against 
other infantry and soft tar- 
gets, but their mortar does 
have a base range of 36” so 
maybe they’ll get lucky lob- 
bing shells downfield. 
You’d normally have 4-5 
stands in the section and you 
can add transport models to 
the section. 


This force comes in at a total 
of 1128 points. A bit higher 
that the two Ritterlich CAVs, 
but individually they can 
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stand up to much more incoming fire so I don’t 
think it’s too lopsided. To the right you can see 
the battlefield before the festivities begin. Up 
top we have the lone Ritterlich section and 
down below, spread out a bit, are the three In- ' 
dependent sections. We’ve got some woods 
blocking line-of-sight and some hills for stuff 
to move up and down on. 


In each turn of CAV each model can perform 
two actions. Some actions can be done twice, 
like moving, and others just once, like making a 
ranged attack. There are also some actions that 
are free, like taking defensive fire, that you can 
do whenever conditions are met that allow 
them. When you get to go is determined by a 
draw deck. First, choose a suit for each side 
playing in the game. We’ll go with Spades for 
Ritterlich and Hearts for the Independents. 
Add one card of the proper suit to the draw 
deck for each section from each faction. So, 
we end up with one Spade and three Hearts in 
our draw deck. The Independents have an ad- 
vantage in being more likely to go before, and 
even get multiple activations, before Ritterlich. This is where the Ritterlich doctrine roll target is a base 10 for Indirect Fire. This is modified by the Targeting Computer 
will come into play. They can bury, or send to the bottom of the deck, one drawn card (TC) of the firing model, any range modifier (-2 per range band past the first) and the 
and have a new one drawn. That can give them a chance to get an activation earlier Fire Resolution System (FRS) of the firing model if they have one. Range is no prob- 
than they normally would and maybe not get so many Independent activations stacked lem because they are well within the base 36” range of their mortars. They have a TC 
up one after the other. When you activate a section you can perform actions in any Of 2 and a FRS of 3 so 
order you wish, but you have to declare what you’re going to do before you do it and _ they are +5 to-hit. I roll as 
you have to declare all ranged fire targets before you start rolling to-hit. Ok, time to you can see below/right 
get on with it. We’ll address more rule stuff as we go. and get an 8 anda 13. The 

13 lands spot on and the 8 
Turn 1 deviates. 


The one that lands where I 
wanted it, right between 
the two CAVs. I now 
need to roll to see if I 
punch through their rather | 
beefy armor. When re- 
solving the damage part of 
indirect fire you roll a d10 
and add the damage of the 
weapon and special abili- 
ties to the roll. Against 


So, we’ve drawn a Heart and Ritterlich can choose to bury it but I 
don’t see much use in that right off the bat because there’s nothing 
that they can shoot at yet and there’s nothing that I think they can 
get line-of-sight on to shoot at. Better to allow something to come 
to them. 


We start off with the Armored Heavy Mortar Teams firing on the 
Ritterlich CAVs. Since they don’t have a line-of sight to the CAVs 
since the woods are in the way they’ll use Indirect Fire. Indirect 
Fire is handled a bit different than direct attacks. First off, you have 
to figure out if your shots land where you want them to. The to-hit 


through, and around, the woods. 
They both take two move actions and 
the Dingo starts off with a move 
value of 10”. It has to pay double for 
moving through the woods and ends 
up on the other side. The Starhawk 
VI moves a bit faster with a base of 
11” and it skirts 
around the edge 
of the woods. 


The third draw 
sees another 
Heart come up 
but this is 
promptly buried 
and the next 
card to come up, 
and the only 
other one left, is 
a Spade. Time 
for the Ritterlich 
to try to unload 
some pain. Both 
the Tiger and 
Mastodon _per- 
form a _ Target 
Lock action and 
then fire at the 
Dingo. Since § 
it’s the softer ii 
target they are 
hoping to put it down quickly and 
have one less enemy around to fire at 
them. Using a Target Lock 
gives the firing unit a to-hit bo- 
nus equal to their TC rating. 
This is a +2 for the Mastodon 
and +1 for the Tiger. Unlike 
indirect fire you don’t need to 
see where the shell lands with 
direct fire. You just blaze 
away. The to-hit target with direct fire is the DV of target you’re shooting at. In 
this case it’s a 12 for the Dingo. The Mastodon rolls an 8 + 2 for TC + 5 for 
Piercing + 6 for the weapon’s damage = 21. The Tiger gets two rolls to-hit, but 
its at a—2 due to the Dingo being just a bit outside of its base 20” range. Its rolls 
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the Mastodon I roll a 2 and everything bounces off harmlessly. Against the Tiger, 
however, I roll a 10 which is mighty, mighty good because a natural 10 is a possible 
critical hit that can cause more damage. With a critical hit you need to make a second 
to-hit roll for the possible extra damage. For every point that you exceed the target’s 
DV with your second roll you do an additional point of damage. The initial roll of 10, 
plus the damage rating of 3 for the mortar results in a single point of damage being 
taken by the Tiger. My second roll, the crit confirmation, failed to do extra damage. 


For the shot that deviates you roll another die and the number that come 
up, plus negative range modifiers added as a positive, determine how far 
it drifts. The direction is determined by which way the “point” on the die 
is pointing. Normally, you cannot take defensive fire against shooters 
that you don’t have LOS to, but the Mastodon’s gun can not only fire 
indirectly but it also has a special ability called Counter Battery that al- 
lows it to respond with indirect defensive fire. It sends a massive shell 
towards the infantry but it goes far over their heads and explodes harm- 
lessly. 


The second activation for the tum sees another Heart being drawn, and 
again, I figure that it’s not worth burying it for the same reasons as be- 
fore. I fire up the Dingo and Starhawk VI and send them forwards up 


come out to totals of 10 
and 6. The Dingo takes 
a single point of dam- 
age but now gets to use 
defensive fire to shoot 
back. The Dingo is at 
just +3, for the weapon 
itself, and rolls a 8 fora 
total of 11, which is 
enough to add a second 
point of damage to the 
Tiger. 


Every model in CAV 
has a stat card and as 
they take damage their 
abilities degrade before 
they are destroyed. As an example, the Tiger started off with a DV of 12 but after it 
took its first point of damage its DV was reduced to 10. Had the Dingo fired upon an 
undamaged Tiger this shot would not have penetrated, but in its damage state (a bit of 
armor already being taken off) it’s a bit easier to hurt. Of course, the Dingo is suffer- 
ing in the same way as its DV has dropped from 12 to 9. The only card we have left is 
the Heart that got buried so it’s time for the Kikyu section to head into the fight. They 


both just take a double-move action. 


Turn 2 


We reshuffle the draw deck, still containing four cards 

since no sections have been destroyed yet, and start off 
with a Heart. It’s 
buried and we get 
another Heart. The 
Dingo and 
Starhawk VI are 
activated and they 
both fire at the 
Tiger. The Dingo 
rolls a total of 5 
and misses. The 
Starhawk VI fares 
better and hits 
twice. Here’s 
where I made a 
mistake while play- 
ing but it’s some- 
thing that I’ll learn 
from for future 
games. I took de- 
fensive fire with 
both defending 
Ritterlich CAVs 
and they both unloaded un the Dingo. The rules 
for defensive fire state that first you have to be 


THE ALTERNATE 
EVENTS WWI 


\ NIATU. 


AE-WWII c 


ombines war- 
historica] fi 


gaming and : 
that has much 


trifying new he 
: wonder weapons available to each side of the F om 
CORE Sa miTRrert - conflict. In AE-WWIL it’s up to the players (4% 
LTERNATE EVENTS WWIE? to decide how historical or how fictional the < 
Se rhe ALTE 
in ri 
oa 
\ 


game will be. 


Published by: Darkson 


| per’ 
Designs tb 
www.darksondesigns 


-COmMm 


Core Rulebook 


SKU: GEN005 | SRP: $39.99 


the target of a direct or indirect ranged attack to have a shot at 
taking a defensive shot of your own. Here’s the problem, and 
the error, the Mastodon was not targeted and should not get a 
defensive shot. Ok, mistake made and time for me to get over 
it. The resulting, albeit partially 
incorrect, damage ends up de- 
stroying the Dingo and letting the 
Ritterchich’s give a little cheer. 


A Heart comes up and the Kikyu 
streak towards the Tiger. Lots of 
low-powered shots ring out and 
two find their mark and cause 
two more points of damage to the 
Tiger. The Tiger’s defensive fire 
peters out and it misses the Kikyu 
that it got a shot at. 


Ok, with the Ace of Spades coming up the Tiger and Masto- 
don get to go. The Tiger is going to take two Repair actions 
and the Mastodon is going to 
move and then fire at the 
Starhawk VI. The Tiger is Rug- 
ged and that means that for every 
successful repair action it re- 
moves two points of damage 
instead of just one. The rules for 
repair, which is a repeatable ac- 
tion meaning you can do it twice 
per turn if you want to, state that 
you roll a d10 + the model’s re- 
pair rating and need a 10 or bet- 
ter to succeed. These two rolls 
result in a 6 and an 11 and two 
points of damage being taken off of the Tiger. The Mastodon 
rolls a d10 and get a 4 + 6 for the weapon’s damage + 5 for 
Piercing for a total of 15 which hits and causes a point of dam- 
age. The Starhawk VI shoots back defensively and misses. 


Our last card in the draw deck is a Heart and the infantry lob 
some shells over at the Mastodon. Both end up dropping on 
target but neither damages the Mastodon. It fires back using 
defensive fire and also uses its Adjustable Munitions special 
ability to reduce the size of the area of effect of the blast by 1” 
and increases the damage of the shot by +1. Not only does it 
land on target but it also causes one point of damage to each 


of the stands of infantry. 


So far things have been 
pretty easy to grasp and 
I’ve made just the one 
mistake with defensive 
shots. The game flows 
quickly with the some- 
what random activation 
sequence and it should 
move along well even 
with more figures. 

Turn 3 


The Ace of Spades comes 
up first and the Tiger tries 
to repair some more of its 
damage and then will take 
a shot at the Starhawk VI. 
The Mastodon gets a tar- 


get lock on the Starhawk VI and fires also. For the repair Turn 4 
roll the Tiger rolls a d10 and gets 3 + 4 for its repair value = 
7, which fails. All three shots (two from the Tiger and one 
from the Mastodon) hit the Starhawk VI and it’s going to be 
in bad shape at the end of this activation. It fires back de- 
fensively, at the Tiger, and miraculously hits and causes 
another point of damage. We know that the next three acti- 
vations have to be Hearts so let’s get to them. 


The turn starts of with the Queen of 
Hearts being drawn, but that card is 
quickly buried by the remaining Rit- 
terlich CAV on the field of battle. 
The Ace of Spades comes up and 
allows the Mastodon to jump ahead 
in the turn and go before any of the 
Independent units can respond. 


The Tiger is ripe for the picking and the Kikyu section perform a Run & Gun action 
which allows them to combine two move actions with a firing action. They suffer a 
penalty to their movement and also suffer a to-hit penalty, but it gets them close to 
their full potential of movement and gets shots fired. The Linked special ability of 
their guns comes in handy here as two of the four shots are initially misses but one of 
them gets turned around to a hit with the re-roll that Linked allows. The leave the Ti- 
ger a smoking wreck and streak downfield and swing around to confront the Masto- 
don. 


The Mastodon homes in on the Starhawk VI with a target 
lock and fires. A natural 10 is rolled and the resulting 
damage from the regular hit and the critical shred the last 
sole Independent CAV. The Starhawk VI has a special 
ability called Shielding, which allows it to reduce the 
damage from Critical hits but the damage done was too 
much and it goes boom. 

The Starhawk VI, desperate to stay in the fight, attempts two repair actions but both 
fail. The infantry then do a double-move action to get closer to the woods. There are two Independent sections left on the board but 
now they are seriously outgunned. The Mastodon is un- 
damaged and everything that gets fired its way is going to 
need very good rolls to damage it and it’s going to pound 
the infantry with defensive indirect fire whenever they 
shoot at it. The Kikyu could probably harass it for a 
while but they don’t seem up to the task of taking it down 


by themselves. I’ll go ahead | 
and call things here and go 
over how things went. 


Concluding Thoughts 


I like the activation se- 
quence for CAV quite a bit. 
It’s the same one that’s used 
for Warlord and it seems to 
work fine in this setting, too. 
Never really knowing if 
you'll be going first should 
keep players on their guard. 
I especially liked the faction 
doctrine that Ritterlich used 
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in this game. Any edge you can get in the initiative order seems like a very good 
thing. The actual activation sequence and actions that each model can take are all 
pretty straightforward and easy to follow. 


When it comes to combat it seems like you’ll generally be doing one point per attack 
unless you pull off a critical hit and then things are just very unpredictable. You could 
do nothing extra at all or you could just blow through someone. The line-of-sight rules 
are quite easy to follow in CAD and cover is also easy to deal with. Each take up just 
about a single page in the rulebook and won’t be a problem for any gamer, new or old, 
to deal with. 


Direct fire attacks are, as you’ve seen, a simple d10 roll plus/minus a couple of modifi- 
ers rolled against the DV of the target. Piercing is a very nice ability when shooting at 
hard targets like tanks and Cavs, but there’s also an ability called Shredder that does 
the same thing against soft targets like infantry and gunships. Even though I made a 
mistake with the defensive fire rules I think that I have them down now. Basically, if 
you didn’t get shot at you can’t take a defensive shot. If you did get shot at you can 
take a single defensive shot against a model in a just activated section that shot at you. 
So, if I have a column of four tanks and they all take shots at a CAV the target can 
shoot back, but just once and at just one of the tanks. If another section of tanks does 
the same thing then the target would get another single defensive shot at one of them. 
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Indirect fire has you rolling just one or two 
more dice to establish where the ordinance 
lands so it’s really not very cumbersome. I 
like that the whole battlefield is pretty 
much in play from the start of the game. 
Gunships can race our and cause trouble, 
transports can go out and drop off infantry 
at objectives and you can shoot quite far. 
Ranges work like this. You have a base 
range of your weapon, let’s say it’s 24” for 
this example. Everyone gets a +1 to-hit 
within 12” and this weapon would be at +/- 
0 out to 24”. From 24” - 48” you'd be at — 
2 to-hit, from 48” - 72” you’d be at —4 to- 
hit. Sure, you’re a lot less likely to hit 
from far away but a lucky shot at the end 
» of the game might be all you need to 

“ snatch victory out of the jaws of defeat. I 
4got to use a few Target Lock actions, 
‘which added the TC of the firer to the roll 
* to-hit, but didn’t use any Jamming actions. 
These make you harder to hit, also by your 
- TC rating, until the start of your next turn. 
Each seem useful, but they also take up a 
rather valuable action. 


I didn’t get to try out any close combats, but it’s resolved with a d10 roll plus/minus 
modifiers, in a similar fashion to ranged combat. There are special abilities like Aven- 
ger that helps against assaulting infantry and Satchel Charges that can inflict extra 
damage by those assaulting infantry. The repair action will help keep any model, even 
infantry stands, in the game longer. If you have a model with nothing to do, but has 
damage points on it, then the repair action is the way to go. 


Each model or stand has its own data card and you’ll use that to mark off damage and I 
don’t think that it would be cumbersome to use unless you had 20 CAVs that you were 
running all by yourself. I do like that each model degrades as it takes damage and that 
you can repair the damage to try and turn the tables on your enemy that’s trying to put 
down for the count. Each section activation moves along pretty quickly and a game 
with more that two players and/or more models on the battlefield should prove to be 
very interesting. Right now I need to get more stuff painted and get to building that 
scaled down World Works Games terrain so I can put together a big city fight. 


Oh, I also found out, after the game, that I was using a Warhawk model but the 
Starhawk VI data card. A thousand apologies :) 


Written and played by Mark Theurer 


This Warmachine battle report is 
being done for a game that is actu- 
ally part of a tournament. To give 
a little history on the tournament, it 
started a couple of months ago with 
six participants, and is expected to 
be a twelve month long affair. In 
fact, if you are interested in following the progress of this little tournament, you can go 
to www.ndwg.org and see it for yourself. The rules this league uses are mostly rules 
that were taken from the Privateer Press league rules www.privateerpress.com. This 
particular game is game 16 (of the 51 to be played) and is between Clay playing Cyg- 
nar and Rodney playing Cryx, the game size is 750 points and the scenario is Shell 
Shock, with the bonus “Bounty” being Brawler. At this point in the tournament, Clay 
is in second place and Rodney is in fourth, and this is important because of the handi- 
cap points (HCPs) each player is allowed to use. Without going into exactly how the 
HCPs work (the rules for them are on the web page if you’re interested) Rodney gets 
A5 points extra for a 750 point games, and Clay gets 15 points extra for a 750 point 
game. So the total allowed points will be Clay — 765, and Rodney — 795. 


Scenario 

Description 

This is a battle between two desperate entrenched forces. Separating them is a desolate 
killing field. Best write those last letters home, this one is going to be rough. 


Special Rules 

Place a 3" x 10" trench terrain feature in the center of each player's deployment zone, 
7" from the rear table edge. This is the character's command trench. The first player to 
hold his opponent's command trench wins the game. A player holds a location if he 
controls all models within the space described during his Maintenance Phase. Models 
engaged in melee combat cannot be used to hold a location. Neither warrior models 
with CMD stats of 1 or less nor Incorporeal models can hold a location. Instead of 
placing terrain normally, players take turns each placing eight (8) trench templates or 
rubble terrain features. Rubble terrain features are obstacles or obstructions 2" x 2" or 
smaller. A player can only place terrain on his side of the table. 


Trenches 

Trenches are earthwork fortifications represented by templates placed on the table. 
Unlike other terrain features, trenches are not required to be placed at least 3" apart, 
and a trench may touch another trench. Models completely within the trench template 
have cover (+4 DEF) when targeted with a ranged or magic attack by a model not 
completely inside the trench template. Models completely inside a trench template do 
not suffer blast damage from attacks unless the center of the AOE is within the trench 
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template. When drawing line of sight to a model not completely within the Trench 
template, ignore intervening models completely within the template. 


Beginning 
Determine deployment zones and turn order with a standard starting roll, and use stan- 
dard deployment zones (see Prime Remix, pg. 29). 


Victory Conditions 

The first player to hold his opponent's command trench scores a primary victory condi- 
tion and wins the game. A player wins when he has the only remaining warcaster(s) in 
play. If time runs out before one player has won, the player with the most Victory 


Points wins. 
Fall effects (50%) 
Roll Effect 
(1d6) 


Bountiful Harvest 


Fall Weather Conditions 
During Fall conditions, there is a 50% chance of 
foul weather on the battlefield. 


Bountiful Harvest 

If a warjack is repaired, remove one additional 
damage point from its damage grid. If a model 
has damage removed from it, remove one addi- 
tional point of damage. A model may benefit 
from Bountiful Harvest once per round. 


[5 [Fallen teaves — | 


Feast of Crows 
If a warrior model is knocked down at the end of its controller's turn, it suffers one 
point of damage. 


Football Season 
When a model is slammed, the slam distance is increased by +2". 


Foreboding Skies 
Models/units make command checks using their own current CMD. 


Lightning Storm 

Roll a d6 each round before the first player's turn. On a roll of 1, lightning strikes the 
battlefield. This round all warjacks suffer disruption. Due to the deafening blast, war- 
rior models cannot give or receive orders this round. A warjack suffering Disruption 
loses any unused focus points and cannot be allocated focus points or channel spells. 


Fallen Leaves 
Forest terrain features no not block line of sight, but they still provide soft cover. 


Bounty 
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Brawler 

A player scores four 
(4) additional 
League Points if he 
disables or destroys 
an enemy warjack 
with a power attack 
or destroys an en- 
emy solo with a 
power attack. 


Clay’s Pre- 
game thoughts 


‘|| Having two of the 
six players in our 
little league being 
Cryx, I have had 
plenty run-ins with 
the forces of the 


© Floor Plans (To Scale) Included with 


All calcing Showing All Been i walking dead tn 


"fact the last game I 
/} played against them 
I was winning 
soundly when the 
] carpet got pulled out 
at the last minute 
and I lost my War- 
>] caster. Something I 


Gn a 1/300TH! SCALE hope not to repeat 
OMAN SHIP» a BUILDING) ‘MODELS this game. The sce- 


nario is geared to- 
wards hand to hand fighting, so I will have to depart from the norm and not go with a 
“shoot-em-up” army that Cygnar armies are so good at doing. I also want to try out a 
new unit detachment that I just got, the Officer and Standard for the Precursor knights, 
since they appear to be perfectly suited for taking on the armies of the undead. Since 
I’m going to keep with the hand to hand theme, I’ll have to take some lightning folks 
(another thing Cygnar forces are so well known for) if I want even a little ranged capa- 
bility. As for my warcaster, I have decided to try out Haley with her Vortex spear. I 
choose this since rather go head to head in a fight of magic (a fight I find hard to win 
against Cryx) I’ll just try and negate their offensive spells. With these thoughts in 
mind, I came up with the following army list. 


SINEXPENSIVES 
3EASY:TO'MAKE 


One thing I don’t particulary think is of much use in this game would be Haley’s feat 
of granting her troops a free attack. This is nice when there are a lot of guns on the 


field, but in this 
case it will have 
limited value. 
So, since I could 
use a few extra 
league points to 
boost my stand- 
ing, I decided to 
make the “Blood 
and Guts” boast, 
which means that 
I won’t be able to 
use Haley’s feat, 
no big loss as far 
as Tm con- 
cemed. 

Rodney’s 
Pre-game 


thoughts 
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ROLEPLAYING GAME 


Even though this is a battle report for Fictional Reality, it is also a game for our War- 
machine League so I have to consider other things besides just a straight-up fight. For 
one thing there’s a primary objective to this scenario, which is to take control of the 
enemy’s main trench by round 8. Second is that there could be weather that would 
have an effect on movement and visibility. In additional to all this, there’s also the 
Handicap points for those who are below first place. In our league I’m in 4th place 
which gives me an additional 45 points that can only be spent on Mercenary units. 


I’ve only been playing Warmachine since March of this year so I’ve still got somewhat 
of a limited selection of units. So first off I have to decide on which warcaster to use 
for this game. I wasn’t really expecting to make a good run at the main trench with the 
possibility of Cygnar ranged units hunkered down in trenches so I’m thinking caster 
kill is my best alternative. Caster kill doesn’t give an automatic win in this scenario 
but it could turn the tide for me to have a better chance at that trench. Asphyxious 
seems to be good for this role and also because with Hellfire I have a good chance of 
causing some of his units to flee. So Iron Lich Asphyxious will be my warcaster (not 
the epic version though, I don’t have him yet!) Since I only have two heavy warjacks 
in my collection I’ll be fielding a Seether and a Slayer. I have a decent supply of 
Deathrippers for using as arc nodes so I’ll also add 3 of them to my battlegroup. To 
finish off my battlegroup I’ll toss in a Skarlock for the extra Hellfire or Iron Blight 
spell. 


With my battlegroup finished I started considering solos. I generally expect to see 
some Stormsmiths or Junior Warcasters in a Cygnar army, so I decided to field 2 Pistol 
Wraiths for taking out them and any other pesky solos that might show up. Knowing 
I'd have a_ few 
points left over I 
decided on 2 merce- 
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naries. First would 

119 'Tne Odma Bolu 
Deathripper 3 3 114 }suard for Asphyx- 
de 3 | 3 | ia | ious. The other 
Skarlock choice is Gorman 


| 2 | 66 | DiWulfe because 


he’s really good at 
harassing units. 
Besides, these are 
the only two merce- 
naries I have at the 
moment! 


Pistol Wraiths 
Bile Thralls 
Mechanithralls 
Brute Thrall 
Satyxis Raiders 


Sea Witch 

Filling in the rest of 
my list I have a unit 
of 6 Bile Thralls 
because they strike 


Ogrun Bokur 
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fear in the heart of all opponents even though I rarely get to purge all of them in a bat- 
tle. I’m also fielding 10 Mechanithralls with a Brute Thrall attachment. I generally 
use them to screen my more important troops when I make my rush across the battle- 
field. Sometimes they even live long enough to actually hurt something too. So far 
I’ve built an army to play offense and so I need a unit for defense. My favorite defen- 
sive unit is a squad of Satyxis Raiders with the Sea Witch attachment. Using Coiled 
Stance I’ve had some great success against a variety of units and with their speed they 
can move across a defensive area of the battlefield really quickly. Coiled stance and in 
a trench, I like the odds! 


Deployment 


Clay 

I was hoping to deploy after Rod since I saw that I had to be careful about which units 
I sent after his different units, primarily that I figured that I had to have the Precursor 
knights go after the Mechanithralls, and possibly the Bile Thralls, but would be of little 
use against the Satyxis Raiders or Ogrun. I also wanted my Thunderhead to go with 
them and concentrate on the Bile Thralls since I have had bad experiences with those 


Unit Legend 


Stormblades (6) + 
Officer and Standard 


Precursor Knights (6) + 
Officer and Standard 


Go Sword Knights (6) 
Ve Eiryss - Mage Hunter 


Iron Lich Asphyxious Oy Ogrun Bokur 


aa 6} Bile Thralls (6) 
Seether 

cy Mechanithralls (10) 3 Brute Thrall 
Deathripper (3) 


cy Satyxis Raiders (6) 9 Sea Witch 


{G} Gorman Di Wulfe, Rogue Alchemist 


Se OES 
‘8K Skarlock 
Swi We Pistol Wraith (2) 


exploding pus bags. But since I had to deploy first, I went simple and split my army 
into three groups. Group one went to the right and consisted of the Thunderhead, the 
Precursor Knights, and a Stormsmith. Group two took the center and they had the 
Stormclad and all the Stormblades, and another Stormsmith. The final group took the 
left side and consisted of the Lancer, the Sword Knights, and the last Stormsmith. 


My left is obviously the weak side, so I’ll have to watch that. Haley I started off be- 
tween groups one and two figuring the Lancer, being an Arc Node, gave her some spell 
casting ability on that side of the field. The final member of my army was Eiryss, and 
she went to the right side up high in some ruins where she would be able to have a 
clear line of sight to a large portion of the field. I was ready, bring ‘em on. 


Rodney 


Ok, I’m a little surprised by Clay’s army makeup. I was expecting Trenchers, Long 


Gunners and all kinds of ranged stuff. Instead he has a lot of beefed up melee units 
and Precursor Knights. I’m really learning to hate Precursor Knights. Also he has the 
Standard Bearer with Stormblades so now he’s fielding an almost totally fearless army 
(although I didn’t completely know this until later). There goes my plan to scare some 
units off with Hellfire. 


I won the deployment roll so I decided to have Clay go first. At least he’ll be a little 
closer before I have to start closing the distance. The board is a mess too. The sce- 
nario calls for each of us to put 8 pieces of terrain on our side of the board. Maneuver- 
ing will not be fun, but at least there turned out to be no adverse weather conditions. I 
knew I should have bought some Bane Knights. Anyway, after Clay deploys I start off 
with the Satyxis Raiders and the Sea Witch in my main trench. I decide to match my 
Mechanithralls against his Sword Knights and Precursor Knights. They don’t really 
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stand a chance, but they should be able to tie them up for a couple of turns while I go 
for Haley. Behind them I put the Bile Thralls and Gorman. I put both Pistol Wraiths 
on the extreme right flank. I’m hoping they’ll be a distraction more than anything. 


Now for my main area of focus on this battlefield which is the left flank. I plan to 
make a hard push on this flank and go straight for Haley. I put my main battlegroup 
here behind some terrain so hopefully he won’t be able to get any long range shots on 
me this first round. That’s deployment and my plan. Right flank is the distraction, my 
left flank is the push and the Satyxis Raiders are on defense. 


Round 1 


Clay 

The first turn in Warmachine is usually a turn to position your forces, and this was no 
exception. Rod didn’t deploy his forces the way I had wanted him too (0 figure), so I 
had to do some rearranging. First, I gave one focus point to each of the three Jacks and 
kept the remaining four for Haley. Then, the Precursor Knights, followed closely by 
the Thunderhead, ran from the right side of the field to the center in order to get closer 
to the Mechanithralls and Bile Thralls. Their supporting Stormsmith also came with 
them. The Stormclad , Stormblades, and their supporting Stormsmith that used to have 
the center now ran to the right side to fill the hole and to set up a holding action just in 
case the enemy Warcaster with him army of Jack decided to stroll down that way. The 
only group that I thought I could leave in their original sector was group three, and 
they moved forward just ahead of the oncoming Precursor Knights. With no targets 
just yet, Eiryss held tight and went invisible. As for Haley, this was the calm before 


the storm. She 
calmly moves 


towards 


center 


board and cast 
Arcane Shield 
on the Thun- 
derhead giving 
him some extra 
armor 


ARM) 


of 


Rodney 


Clay 


cally in a big 
line in the cen- || 
ter of the map. 


He’s 
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mo 


forward 


tum and kept 
is units 
close together. 
If only Lord 
Toruk would 
teach us Chain 
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asi- 


ved | 
this 


Lightning! 

The only real annoy- 
ance so far is that he 
put Eiryss in my way 
on the left flank and 
she’s elevated. She’s 
going to be a bit diffi- 
cult to take down. 


This is a fairly quick 
turn like most first 
turns. I already have 
the Satyxis Raiders in 
the trench so I give 


them 


the 


Coiled 


Stance order. The 
Bile Thralls and Gor- 


man 


take 


up resi- 


dence in the trench on 
the right 


spread 


the 


side. I 
Mecha- 


nithralls out a bit to intercept his Sword Knights and Lancer. The Pistol Wraiths run 
straight ahead on the right flank. The Stormsmith is about their only valuable target 
right now and he’s still out of range. The Stormclad and Thunderhead facing my left 
side is a bit worrisome. I decide to move the Skarlock a bit closer to the Satyxis Raid- 
ers just in case he might be needed. That leaves the rest of my battlegroup to move 
forward. All the warjacks run except for one Deathripper that I hold back as a reserve. 
Asphyxious moves forward, but not much I can do just yet. I run Ogrun Bokur for- 
ward too so he can stay ahead of Asphyxious. 


Round 2 


Clay 
This round I saw that I needed to move a bit slower than last round. I was going to get 
myself into range to start bringing into play my lightning to see if I could start whit- 
tling down the numbers I was up against. The Sword Knights fanned out in a line let- 
ting the Lancer come up in their center, and the Precursor Knights did the same thing 
with the Thunderhead. Both groups had their Stormsmiths behind them. The Thun- 
derhead set off his Energy Pulse, but only one Mechanithrall was in range, but at least 
the creature succumbed to the blast and fell in a twitching pile of bone and metal be- 
coming the first 
fatality of the 
battle. Both 
Stormsmiths 
succeeding in 
calling down 
lightning on 
more Mecha- 
nithralls, and 
both managed 
to kill their tar- 
gets. The 
Group on _ the 
right side of the |... 
field move up 
into the gap 
between the 
ruins and junk || 
heap. They 
didn’t have 
enough range to 
charge the on- 
coming 
Deathripper, but 
they where in 
close enough to 


hit it with Storm Glaive Blasts, but the all miss doing no damage. The Stormsmith 
with them does manage to hit the Deathripper with a lightning strike causing some 


damage, but more importantly disrupting it. When fighting the Cryx, disrupting the 
Arc nodes and preventing the Bile Thralls from getting too close have usually been my 
prime concerns. This time, Eiryss had to choose which Jack to try and disrupt since 
both the Slayer and another Deathripper were possible targets. She finally chose the 
Slayer since it was in range to do major damage if it were allowed to get any focus, 
that and the fact that the Deathripper was harder to hit made up her mind. Her shot did 
no damage on the Slayer, but at least the ugly thing was disrupted limiting how much 
damage it could do. 


Haley seeing the danger of all the enemy Jacks coming down the right side, moved to 
the right a bit, but used the Lancer of the left to cast Chain Lightning into the Ranks of 
the Mechanithralls. The spell was a huge success, as the lightning not only hit her first 
target, but arced through their ranks and into the Bile Thrall behind them. A total of 
three Mechanithralls and three Bile Thralls fell to the deadly lightning. With six 
Mechanithralls and three Bile Thralls being destroyed this turn, the advantage of num- 
bers switched to my side. I now started to consider if I could make a run for the com- 
mand trench with the Sword Knights and Precursor Knights, something I had not at 
first intended, put if the opportunity presented itself I would have to take it. 


Rodney 


Alright, so Clay slowed his advance and set up a wall in front of his trenches. I guess 
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he wants me to attack first. I have a Deathripper and a Slayer that are disrupted. And 
a lot less Mechanithralls and Bile Thralls after that Chain Lightning attack. Why do 
they get all the cool toys Mommy? 


So, first I move the Pistol Wraiths. There’s nothing a Cygnar player seems to hate as 
much as two Pistol Wraiths sitting back behind their army. So I run them again and 
put them behind his army. I send the disrupted Deathripper forward to do a standard 
attack on a Stormblade and he kills it. I realize that the Seether is out of Asphyxious’s 
command range, so I activate Asphyxious now and move him closer to the Seether. 
Eiryss fired a Disrupter Bolt at my Slayer so she’s not invisible anymore. I cast Scyth- 
ing Touch on the Seether to give him +2 STR and whisper, “She tastes like chicken” to 
the Seether. I make the CMD role and charge the Seether at Eiryss. There’s no way 
he could have made it without Relentless Charge. Eiryss is dead and Lord Toruk is 
probably pleased. 


I leave the Satyxis Raiders where they are so I can use Coiled Stance again (they have 
to forfeit their activation for that Order). The Mechanithralls don’t really have any 
good options, but they were only meant to be a distraction so I run them into the Sword 
Knights to tie them up and block the Lancer. The Bile Thralls stay in their trench with 
Gorman and Gorman pops a smoke bomb. 


Back with the 


Battlegroup, I 
run a Deathrip- 
per to the ex- 
treme left flank 
so it can set up 
for a Hellfire 
attack on the 
Stormblades 
(once I get As- 
phyxious in 
range). The 
reserve Death- |-; 
ripper stays 
with Asphyx- 
ious. Ogrun }- 
moves forward || 
a little bit but 
stays close 
enough to As- 
phyxious _ to 
keep the 6” for 
the bonus. I 
decide to move 
the  Skarlock 
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back towards the main battlegroup now that the Thunderhead and Stormclad have 
turned to face my flank attack on the left. Last is the Slayer. Since he’s disrupted I 
couldn’t give him any focus so I just move him into position for a possible charge next 
turn. Let’s see if he survives. 


Round 3 


Clay 
Well, this is developing in a strange way. Rod has got units coming around both 
flanks, something I’m not used being on the receiving end of, and his Mechanithralls 
ran right up to my Sword Knights as if offering themselves as a sacrifice. The thing 
I’m not real happy about is the fact that I let the Seether get close enough to charge 
Eiryss, a mistake that cost me her valuable services. One thing I am pleased about on 
the other hand is that Rod has evidently forgotten that Precursor Knights can charge 
incorporeal models, and the Pistol Wraiths moved into charge range. My first thing to 
do was to spend a focus to upkeep the extra armor on the Thunderhead, and then I al- 
lotted another focus to him as well. I allotted two to the Stormclad as he was obvious 
now in the thick of it, and the remaining three Haley kept. I started off with the easy 
stuff, and had the Storm Knights and Lancer start hacking away at the Mechanithralls 
in front of 


them, they 
were so close 
that they could 
not charge, but 
all where 
within the 2” 
| melee range of 
the Lancer (a 
favorite tactic 
of mine) so 
they all got two 
swings, with a 
+2 to Attack, 
and an extra 
damage die. It 
took a lot of 
swings, but in 
the end the 
result was the 
same, all the 
Mechanithralls 
and the Brute 
Thrall that was 
with them all 
ended up in a 
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twitching heap of broken bones and mangled metal. Next up on the chopping block 
where the two Pistol Wraiths that were trying to get around me. Two of the Precursor 
Knights were able to reach the first one, but only one was able to reach the far one, so 
unfortunately only the first one was dispatched, but at least the second one posed little 
threat while engaged. 


The last effective actions on that side of the board was the Thunderhead as he stepped 
forward and blasted his energy pulse twice trying to take out the remaining three Bile 
Thralls, and Gorman Di Wulfe. Even with two blasts, only two Bile Thralls went 
down, so now there remained only one Bile Thrall and the Rogue Alchemist on Rod’s 
left flank (not counting the engaged Pistol Wraith way down on my side of the table). 


The Stormsmiths have a bad turn, as all three pick targets of opportunity, and all three 
fail their skill check. How’s that for my luck leaving me high and dry? On the right 
side of the board the Stormblades went hand to hand with two of the three Deathrip- 
pers, and they split into twos or three doing group attacks on both. Here I was happy 
to see that my luck had not completely abandoned me as the Stormblades were able to 
reduce both Deathrippers into smoking heaps of junk. Not a bad turn for them. The 
Stormclad had less luck with the Slayer he was going toe to toe with, and managed to 
inflict only minor damage rolling three ones for damage (oh the uncertainty of battle). 
Haley, now seeing that the Cryx where putting all their strength into coming down her 
right flank, moved to the right to add her support to that flank. She must have been 
distracted because both her pistol shot and attempt to cast Arcane Blast failed misera- 
bly. 


Rodney 

Okay, so I forgot Precursor Knights can charge my Pistol Wraiths when Incorporeal. 
One is now dead, but it worked out pretty well for me. The Precursor Knights are a 
couple of turns away from doing anything useful for Clay now that the one Pistol 
Wraith is all that is left in the area after the slaughter of Mechanithralls and the Brute 
Thrall. The left flank was an unlucky turn of events in losing two Deathrippers and 
now I’m forced to commit my reserve Deathripper earlier than normal. 


Well, I have one Bile left so I move him forward as far as he can waddle and purge. 
Not the best of luck since he was only able to reach one Sword Knight, but that’s one 
less Storm Knight now. The Pistol Wraith only has one Precursor Knight on him so I 
risk a free strike and move him. No luck! Clay made the role and killed him. My 
whole right flank is gone but I was able to keep the Sword Knights and Precursor 
Knights busy. That gives me at least two more turns to try to kill Haley. 


Now that the Thunderhead is a threat to my main trench I decide to move Gorman for- 
ward and hit him with Black Oil. I almost missed but the deviation role was kind to 
me. The Satyxis Raiders once again forfeit their move to gain Coiled Stance. Not real 
exciting for reading, but consider 6 Satyxis Raiders and a Sea Witch bored in a trench. 
Now let your imagination run wild and you don’t even have to pay with your credit 
card. My Slayer goes to work on the Stormclad and knocks out his left arm, but he’s 


still standing. The Seether is so close to Haley but can’t charge because of a building 
in the way. I move him to a Stormblade and try to two hand throw the Stormblade at 
Haley instead. I was 1” short! I know now that this is just not going to be my game. I 
run my reserve Deathripper into position to be my arc node for Asphyxious’s activa- 
tion. Asphyxious moves into range of the Deathripper and hits a Stormblade with 
Hellfire. The Stormblade dies and then nothing happens. They don’t flee. I didn’t 
know before this point that Stormblades are fearless. I’m totally deflated now. I real- 
ize that Asphyxious can be charged now so I keep some focus for armor and then 
move Ogrun up to shield Asphyxious. Last move is the Skarlock. I know the Storm- 
clad is hurting so I hope to disable or destroy it by casting Iron Blight on it. I miss the 
attack. 


Round 4 


Clay 

Okay, now I’m starting to get worried. The Stormblades and Stormclad are holding 
for now, but they are outmatched. The left Flank is mine, but I’m about to get overrun 
on the right flank, and by pulling back my Precursor Knights, I don’t think the Sword 
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Knights can take the command trench by themselves. But the die has been cast, and 
the Sword Knights are brain washed, so I send them in to take out Gorman and then 
take the command trench. The Lancer is sent in as support, but I now have a serious 
problem in that but the Lancer and the Thunderhead are out of Haley control area, so 
they can’t get any focus. But please don’t anyone tell the Sword Knight that little fact. 


The Sword Knights full of battle lust rush forward and only by running can they get 
close to Gorman, the Lancer follows as best he can. The Thunderhead, having the lit- 
tle junk thrown by Gorman on him falls back hoping to get close enough to Haley, but 
no joy on that account. The Precursor Knights, now totally unengaged thanks to the 
Pistol Wraith slitting its own vaporous throat, run as fast as they can to try an shore up 
the collapsing right flank. Maybe next turn boys. 


So back to where the real action was happening, the Stormsmiths, all heading to the 
right to help out, have another bad turn and out of the three of them only manage to 
pass their skill check once. But at least this is enough to disrupt the Seether, so that the 
besieged Stormclad might have a chance. Even with two focus point, the Stormclad 
continues to have trouble with the Slayer, and again only manages to do minor dam- 
age. You would think that with a beefed up damage roll on a weapon that has 19 P+S 


you might be 
able to really 
hurt someone. 
But once again 
the dice go 
south on me. 


Now I_ have 
another _ prob- 
lem, two of my 
Stormblades 
are out of com- 
_| mand range, so 
they are force 
to run away 
from the en- 
emy in front of 
them and go 
find their 
mommy (of 
Lieutenant as 
the case may 
be). Luckily, 
the rest of the 
Stormblades 


are close 
enough to 
charge and mutilate the last of the annoying Death Rippers. Good, I hate those things. 


Haley, who kept five focus this time, take no chances and casts a boosted Scramble on 
the Seether and hits. The metal monster will at least be out of it for this next turn. 


Rodney 

Right side of the map has changed a little. The Sword Knights ran to tie Gorman up 
into melee and the Precursor Knights are rushing to aid the left flank. I was hoping 
they would go for the main trench. The other issue is Haley disrupted the Seether. 
Clay mentions that he did that so that the Seether wouldn’t be able to charge Haley. 
Being a nice guy I remind him that thanks to Soul Drive the Seether gets a focus even 
when disrupted. So Haley also hits the Seether with Scramble. Lord Toruk will not be 
pleased with me. 


In the maintenance phase I distribute focus and then roll for the Scramble on the 
Seether. He promptly runs into a wall and is knocked down. A fantastic turn of events 
for the forces of evil. 


My Slayer has no movement now, but he’s still got both arms and a bad attitude. He 
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beats on the 
Stormclad and 
knocks out its 
movement as 
well. Now 
they can just 
sit there and 
play paddy 
cake. The 
Seether stands 
up and admires 
the impression 
in the wall that | 
mirrors its 
likeness. 


Moving back 
to the right 
flank I decide 
that I'll test my 
luck with a 
free strike and 
move Gorman 
out of melee. 
He takes 4 
points of dam- 
age and I real- 
ize this is probably his last turn. So he shoots at the Sword Knights with Acid Bomb 
and totally misses. No luck with the deviation roll either. The Satyxis Raiders are 
quite entertained by the future death of Gorman and choose to sit and watch. This al- 
lows for the use of Coiled Stance yet again. 


Returning to the left I know this is my last round to get my plan to work. The Precur- 
sor Knights are a lot faster than expected and will be in the way next turn. Hoping to 
clear a path for Asphyxious I move the Skarlock forward and hit a Stormblade with 
Hellfire and... miss. Ogrun rushes forward and another lovely roll and he will only get 
to make one attack which also misses. Well, it’s all or nothing now. I move Asphyx- 
ious forward and will have to take a poor shot at Haley. She’s got a Stormsmith giving 
her an intervening model and she’s in a trench so her DEF is 22. Asphyxious fires two 
Hellfire spells but can’t get past that DEF of 22. I pop his feat hoping to clear out 
some of those nasty breathers, but only kill two Stormsmiths. Well, one positive is 
that the intervening model is gone and I have all my focus back. The downside is Ha- 
ley’s DEF is still 20. I fire another Hellfire and boost the attack but can’t hit. I keep 
the last three focus points for armor. Time to start the retreat and hope Haley will get 
out in the open for one more attempt in the next 4 rounds. 


Round 5 


Clay 

Okay, that was too close for comfort. With As- 
phyxious firing off spell after spell at her the trench 
she is in is now made of glass that smells of sulfur. 
She still only has one Jack in her control area, so 
she maxes him out with three focus points keeping 
four for herself. The Stormblades, once again 
united in a single unit, decide to teach the Ogrun 
about team tactics and surround him. Unfortu- 
nately for him, it’s a lesson he takes to the grave 
and he is sliced and diced. The battle crazed Sword 
Knights do much the same with the Rogue Chemist 
as he too becomes indistinguishable from his po- 
tions. 


As for the two jacks out of Haley’s control area, the 
Lancer follows the crazed Sword Knights wonder- 
ing if all humans are this stupid, but can do little 


else. The 
Thunderhead 
again moves 


towards Haley, 
and this time 
makes it into 
|her control 
area, though it 
won’t help 
much this turn. 
The Stormclad 
was the only 
Jack that could 
“|do anything, 
and this time 
he manages to 
do more sig- 
nificant dam- 
age to the 
Slayer, but still 
it remains 
standing. 


The Precursor 
Knights do 
another run and 


can get into position to face off the recovering 
Seether. Remarkably they all manage to hold their 
bladders in check and as the metallic face of the 
Seether seems to smirk at them. The last remaining 
Stormsmith tries to help out by calling lightning, 
but once again fails his skill check. Seems this guy 
is in the wrong profession. Haley decides to return 
fire at the Iron Lich and send an augmented Arcane 
Blast his way. She scores a hit, and hurts the crea- 
ture, but not enough to take him down. 


Rodney 

The turns will be getting a lot faster for me as we 
continue because my force is slowly getting smaller 
and smaller. This last turn I lost Gorman and Og- 
run Bokur. The good news is that in killing Gor- 
jman DiWulfe the Sword Knights have become an 
irresistible target for the Satyxis Raiders. 


My first move 
is to charge the 
Satyxis Raiders 
into the re- 
maining Sword 
Knights. Not 
all of my Raid- 
ers get to at- 
tack, but the 
ones that do 
kill 4 of the 
S word 
Knights. Next 
turn I’ll have to [4 
decide whether 
to move them 
back to the 
trench or go 
after the 
Lancer. It 
would be nice 
to put some 
damage on 
Haley with 
Backlash. If it 
stays in range 
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of the Satyxis Raiders I’ll go for the Lancer and use my Power Swell to put in some 
hits. 


My luck on the left flanks just continues to get worse. The Slayer misses all 3 of its 
attacks and so the game of paddy cake continues with the Stormclad. I cast Breath of 
Corruption on the Stormblades and managed to kill one with Asphyxious. I now begin 
full retreat by casting Shadow Wings and flying back towards my main trench. This 
unfortunately puts me in charge range of the Thunderhead so I move the Skarlock into 
the way to shield Asphyxious. He casts Iron Blight on the Thunderhead for 6 points of 
hull damage but that doesn’t seem to help my cause much. 


Round 6 


Clay 

The Sword Knights just got a wake up call. The one left standing takes two swings at 
the vicious Satyxis Raiders but misses both times. The Lancer decides that his parts 
might be better used somewhere else and backs up towards the rest of the Cygnar 
forces. If those darn ladies would come out of the hole I might actually have a chance 
to take them. 


The Stormclad, 
having a full 
bag of focus 
this time, wails 
into the Slayer 
and finally 
{takes it down. 
Still having a 
focus, he turns 
to the Skarlock 
and blasts it 
into the obliv- 
ion it came 
from with a 
generator blast. 


The Thunder- 
head is sud- 
denly  pre- 


sented a clear 
path to the As- 
phyxious, and 
loses no time 
in taking it. He 
does not quite 
kill the enemy 
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Warcaster, but he does enough damage to be noticed. In a surprise twist, the Precursor 
Knights engulfed the Seether and pounded away with their maces doing more and 
more damage, but in the end it took a Stormcall from the last s Stormsmith to take him 
out. The erstwhile Stormsmith who finally made his skill check, and then followed it 
up with an impressive damage roll caused more than one head heads turn in his direc- 
tion. He can’t hit often, but when he does its impressive. Haley, suddenly rather alone 
on the battlefield, moves up bring all her Jacks back into her control area. 


Rodney 

These turns are getting quick now. I have two units left. Skarlock was killed and so 
was the Slayer. The Lancer ran away from the Satyxis Raiders so that idea is shot now 
too. I move the Sea Witch and 4 Satyxis Raiders back into the trench. The other two 
finish off that last little pesky Sword Knight. 


Asphyxious is engaged by the Thunderhead and has taken some damage so I have to 
be careful. One of the Stormblades that ran up is really close to my melee range so I 
move Asphyxious a little bit to fully engage the Stormblade but not draw a free strike 
from the Thunderhead. Asphyxious kills the Stormblade and collects a soul token. He 
then turns his attention back to the Thunderhead and puts a couple of hits on it. I love 
Soulsplitter’s 
sustained _at- 


tack! Unfortu- 
nately I don’t 
seem to doing a 
lot of damage 
on the Thun- 
derhead. The 
Precursor 
Knights are so 
close that we 
had to measure 
to see if I could 
actually collect 
the soul token /Z 
so I know I 
have to retreat 
yet again. I use 
my last 3 focus 
for Shadow 
Wings = again 
and move to- 
wards the 
trench. No 
chance at get- 
ting at Haley 
because she’s 
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staying way back now. 


Round 7 


Clay 

At this point I think I’m going for victory points. I have to take his command trench 
this turn if I want to accomplish the primary victory conditions, and I just don’t have 
the troops close enough to do that. So I concentrate on wiping out as many as I can. 
And the Stormsmith starts off, now that his all full of himself, and calls down lightning 
to take one of the demon ladies out. The Thunderhead closes a bit and uses energy 
pulse on them, but again, only one dies. The Stormblades and Precursor Knights all 
run at full blast hoping to get in the fray for one last turn, and the Lancer, with a full 


load of focus, charges Asphyxious with murderous intent. The Lich is hurt bad, with 
only a couple of wounds remaining, but makes it into the last turn. The Stormclad has 
lost its movement, so can do nothing but root on his team while Haley follows up her 
forces letting them do the mop up. 


Rodney 

I lost two Satyxis Raiders that last round and Asphyxious has only 2 points of health 
left. I’ve lost all chance of winning the game a while ago, so all I can hope to do is 
keep him from getting total victory. He only has next round to take my command 
trench. Asphyxious cashes in the soul token for an extra focus too. So here goes! 


Instead of retreating Asphyxious this turn I’m going to sacrifice him to see if I can 
keep the Satyxis Raiders alive. An Iron Lich for Satyxis Raiders! You won’t see that 
in the Cryxian Art of War book. I cast Parasite on the Lancer since I know it won’t 
kill it this turn and Asphyxious can use an extra armor point. Precursor Knights are 
still too far away so Asphyxious gets to kill off the last two Stormblades and collects 
two more soul tokens. Not that it will help anyway but I like seeing them there. 


I want to use Coil Stance on the Satyxis Raiders but they are bunched up in the trench. 
So instead I spread them out as much as possible and cross my fingers. The Lancer 
with -3 ARM was a really tempting target but I won’t be able to kill Haley with Back- 
lash even using Power Swell to maximize chances of damaging the warjack. 


Round 8 


Clay 

Well, all or nothing at this point. The Thunderhead lets loose with a continuous bar- 
rage of Lightning Coil Attacks hoping to clear the trench, but the nimble raiders are 
just too hard to hit. Still, three of them go down, one of them being the witch. 


The Precursor Knights wait charge and take out the undead Lich a story that will grow 
with each telling back at the temple I’m sure. Finally, the Lancer charges and kills one 
of the two remaining raiders, leaving one left alive. So close. 


Rodney 

Asphyxious is dead and I don’t feel so well myself. The Sea Witch is also dead and 
only 1 Satyxis Raider remains ending my aspirations of running a Pay Per View chan- 
nel. BUT... that last Satyxis Raider was my Dominatrix and she passed the CMD 
check. The trench is secured! 


Now for my last hurrah. I charge the Satyxis Raider at the Lancer and score a hit with 
my lacerator. That’s one point of damage to Haley with Backlash as a little reminder 
that the Cryx will be back again thanks to Necrotechs and the Necro “Go Go” juice. 


Results 


Clay 

Win through only remaining Warcaster 
Successful Boast 

Did not Bond with any Warjacks 
Earned Vps: 24 


Rodney 
Earned Vps: 8 


After Thoughts 
Clay 


That was a great game. I have to say that I feel lucky to have pulled off a win. Rod 
had a great battle plan, and I didn’t catch on until it was almost too late. I mean who 


uses Bile Thralls, Pistol Wraiths and Mechanithralls as a diversion? It sucked up two 
thirds of my forces, leaving the last third to hold off the power punch. Though my 
Stormblades were wiped out to a man, I have to give them the MVP award for the 
game for taking out the three Deathrippers, and the Ogrun. Without their success, my 
right flank would definitely have folded leaving Haley standing there looking like a 
surprised school girl standing in front of a Mack truck. The Precursor Knights didn’t 
do bad either, but they were mostly cleanup crew when it got right to it. I’ll definitely 
have to use them again since they never got to use some of the really cool abilities that 
the Standard gives them. I so wanted to see them in action against Bane Knights or 
Bane Thralls. 


Rodney 

Well, it was a good game. It didn’t go like I had hoped but still it turned out to be a 
hard fought battle. The good news is my plan worked like I hoped it would initially. I 
just got killed by the die rolls. One of my gaming buddies has mentioned to me before 
that I need to find a game that doesn’t require me having to roll dice. I would take that 
into consideration, but I like playing Warmachine and some other games way too 
much. Clay put together an excellent army and battle plan and it was going to be diffi- 
cult to beat. This is evidenced by the fact that a major portion of his army was still 
alive in the end. So I actually feel pretty good to have managed to kill a couple of his 
units and hold off to the very end. Killing Eiryss was a total bonus. His keeping Ha- 
ley in that trench was the wrench in my plan. Even if I killed Haley I don’t know if 
that would have spelled victory for me, but I think it would have disrupted his army 
enough to give me a chance. Maybe next time! 


Written and played by Clay Richmond and Rodney Forehand 


We got a look at Monsterpocalypse ear- 
lier in this issue in the review section 
but here we get a chance to learn how to 
play the game. 


Monsterpocalypse is played on a mat, 
which is similar to the board or playing 
area of a boardgame. We’ll be using the 
Bock War side of the map that comes in 
the starter box. Before starting play we 
have to set up the battle map. This 
starts off with each player rolling five 
Action Dice (the white ones) and the player with the low roll picks the map (Block 
War in our case) and the one rolling high chooses which color (blue or red) Spawn 
Points and Starting Zones. The high roller also places the first structure, places his 
monster first and will take the first turn. 


Actually , we need to back up a bit because before we learn how to play we need to put 
together some armies to play with. For your monster you really only need to make one 
choice, unless you are playing with more than one per side, even though you’ll have 
two models in the game. One will be your Alpha form and the other will be the Hyper 
form of your monster. I’m going with Defender X from G.U.A.R.D. on one side and 
Terra Khan from the Terrasaurs on the other. You are allowed up to 15 units per side 
but since we’re just learning to play here I won’t be using that many. Additionally, 
you can only take 5 of any specifically named unit. For example, you can take up to 5, 
but no more Raptix in an army. Advanced versions of a unit do not count towards this 


upper limit so I could take 5 regular Raptix (the grunt version) and 5 red-lettered Rap- 
tix (the elite versions) and still be legal. Defender X will be joined by 5 G-Tanks 
(grunt), 1 G-Tank (elite), 2 Sun Fighters (grunt) and 2 Vanguards (grunt). Terra Khan 
hits the field accompanied by 2 Carnidons (grunt), 2 Spikodons (elite), 2 Spitters 
(grunt), 1 Brontox (regular), 1 Belcher (elite), 1 Crawler (grunt) and 1 Explodohawk 
(grunt). OK, so we have our forces set and now it’s time to get some game-learning 
under our belts. 


Below, left, you can see the board layout before anything happens. On the right we 
have Defender X, his accompanying units, and dice pools and the same thing is on the 
left for Terra Khan. 


Above you can see a slightly closer look. The large red and blue squares are the mon- 
ster Starting Zones and the smaller red or blue squares with black/yellow stripes are 
where your units can spawn on to the map. The large green and yellow squares are 
where buildings will be placed. All of the green squares must be filled before you can 
put buildings in any yellow squares. The small green, with grey/black stripes, squares 
are neutral spawn points that anyone can use but you have to control them by having a 
friendly unit sitting on the green circle if you want to spawn something there. The red 
circles are Power Zones that you need to be sitting on if you want try to generate extra 
Power Dice (red) and the purple “X” spots are Negative Zones that give you a chance 
to eliminate your opponent’s Power Dice. Some sections of the map count as giving 
units (not monsters) cover from ranged attacks and others cost extra movement to cross 
and some are simply impassible unless you have an ability like flight or jumping. 


off the bat. In our pre-game setup Defender X 
rolled 5 strikes and Terra Khan rolled 4 so Defender 
 X (blue) will take the first turn of the game, but it 
. « __ will have to be a Unit turn since that’s the pool with 
Ser Action Dice (white) in it. 


Each Unit turn follows the same sequence that con- 

sists of... 

. , : 1) Spawn Phase-bring new units on the board 

-_-—=—=- c : \. 2) Advancement Phase-move units that are on the 
| ; board 

3) Attack Phase-bring the pain to your enemies 

4) Push Phase-move unused Action Dice (white) to 

your Monster pool 


© I start off by spawning a G-Tank. This costs 1 Ac- 
tion Dice (white) which is moved to my Monster 
Pool. Some units cost two to bring on but I have 
not seen any that cost more than that yet. 


Se, Se 


I do this two more times and end up with three G- 
Tanks on the board, below. During the Advance- 
“@ ment phase each one of them uses an Action Dice to 
‘move up. Using an Action Dice allows them to 
move up to their full rate, 4 spaces in their case, but 


Above you can see how building placement and initial monster placement went for this 
game. Our two monsters are squared off like boxers except their ring is filled with all 
sorts of obstacles. 


In Monsterpocalypse you manage pools of Action Dice (white) that alternate between 
your Unit pool and your Monster pool. Each turn you must decide if you are taking a 
Unit tum or a Monster turn. When you use an Action Die during a Monster turn the 
die gets tossed into your Unit pool and vice-versa when you take a Unit turn. As you 
deplete one pool you supply the other. It is possible to take two of the same type of 
turns in a row, but this would require skilled resource management. 


Each game starts with all ten of your Action Dice (white) in your Unit pool so even 
though your monster is on the table at the start of the game you cannot act with it right 
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you can only move diagonally once during a move. 
That leaves me with 4 Action Dice and nothing left 
to do. Actually, I had enough Action Dice left over 
that would have allowed me to bring on another unit 
and move it up the field. I probably should have 
done that to get some more firepower in the game as 
early as possible. 


le 


For Terra Khan’s first turn, also a Unit turn, we start <)> 
off by spawning two Carnidons and a Spikodon. =~) 
This burns up four Action Dice and leads me to 
their first Advancement Phase. One Camidon ~~} 
moves on to a Power Zone while the other moves 
up to face off against a G-Tank. The Spikodon 
moves up by a building. 
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In the Attack Phase the Carnidon is using a Brawl 
attack and he gets up to two Action Dice and one 
Boost Dice (blue). When attacking you can choose 
how many Action Dice to use, between one and the 
max for the creature, and you get a number of Boost Dice (blue) that ranges from 1 to 
4 that are sort of like freebies. I roll four strikes and compare that to the defense of the 
G-Tank. To see if you damage something you just need to roll as many strikes as its 
defense value. In this case, the G-Tank has a defense of 4 so my four strikes destroy it. 
Units, and buildings, can take just one successful hit before they are eliminated. De- 
stroyed units are sent back to your waiting area and can be spawned again later. In 
addition to destroying the G-Tank I also get a Power Dice (red) that can be tossed into 
another roll or they can also be used to change your monster into its Hyper form. 
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The first turn of the game saw some action and some of the usual positioning that you 
see in most first turns of miniature games. At the start of the second turn things moved 
back to Defender X’s side of the table and since my Monster Pool was fully stocked 
with Action Dice (white) he entered the fray. A Monster Turn is similar to a Unit Tum 
except that it starts off with a Power Phase. Here you have a chance to get Power Dice 
(red) by throwing some Action Dice (white), but you need to either be securing a 
building (I was not as this requires that three friendly units are adjacent to it) or sitting 
on Power Zones (I did have one unit on one). You can choose to roll between 1-3 Ac- 
tion Dice, I chose three, and if you roll any successes then you get a number of Power 
Dice equal to the number of Power Zones that your units are on and secured buildings 
that you control. I rolled one strike and got one Power Dice (red), not because of the 
one strike but because I control one Power Zone. 


The next phase during a Monster Turn is the Hyper Phase. This is when you can spend 
Power Dice (red) to switch into your Hyper form. It would cost Defender X 4, his 


Hyper stat, to switch and I have just one Power Dice so I 
move on. In the Advancement Phase I move him over to 
an apartment building and make plans to tear it to the 
ground. When a monster destroys a building using his 
Brawl attack you get Power Dice (red) equal to the power 
rating of the building, two in this case. In the Attack Phase 
he lays into the building and rolls 6 strikes. The building 
has a defense of 4 so it comes crashing to the ground and 
leaves a rubble marker in its place. Some buildings burst 
into flames and others leave a radioactive hazard, but not 
this one. Two Power Dice are added to my pool. 


Moving over to Terra Khan’s next turn we also have a 
Monster turn and we immediately try to power up and are 
awarded with 1 Power Dice (red). We move right to the 
Advance Phase and come up next to a Skyscraper. It has a 
Defense of 6 so I need to equal or beat that to bring it 
down. Khan’s Brawl is 8 so I can roll up to that many 
dice, plus he always gets 2 Boost Dice (blue) to go along 
with this attack. I roll 6 Action Dice and 2 Boost Dice and 
get 7 strikes and the Skyscraper comes crashing to the 
ground. In the picture to the right, bottom, the rubble 
marker should actually be a fire hazard because the Sky- 
scraper has the Towering Inferno reaction. If it’s de- 
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stroyed it leaves a fire hazard marker instead of a regular 
rubble marker. This was a short turn for Terra Khan but 
one that generated 5 Power Dice (red) that will surely 
come in valuable later on. 


We move on to another Unit Turn for Defender X and im- 
mediately Spawn three more regular G-Tanks, costing 1 
Action Dice each, and one elite G-Tank, which costs 2 
Action Dice to bring on to the table. I don’t do anything in 
the Advance Phase but I make a combined Blast attack 
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against a Carnidon with two G-Tanks. This allows me to roll all of their dice at the 
same time and compare the result against the Defense of the target. It gives me a much 
better chance to equal or beat the Carnidon’s Defense of 3. I get a total of 7 strikes and 
blow the monster to smithereens! 


We’re now starting the third turn for Terra Khan’s forces and it is also a Unit turn. A 
similar turn of Spawning takes place as two Spitters, at a cost of 1 Action Dice each, 
one Crawler and one Brontox, which cost 2 Action Dice each, hit the table. A bunch 
of movement by the monsters leaves several monsters on Power Zones and end the 
turn. 


= a 5 > 

A Monster turn for Defender X is next and we go straight to the Advance Phase where 
he first takes a Step and then jumps before taking three more steps. If you use an Ac- 
tion Dice (white) to move you can move up to your full rate (6 in his case) but you can 
only move diagonally once during the move. A step (each one costing an Action Dice) 
can be used before or after regular movement and lets you move one space per step. 
So, Defender X basically shifted over, powered up those massive turbines on his back 
and jumped down the street over the Crawler (maybe I should have landed on him?) 
and then took off down the street towards Terra Khan. 


Defender X then took a Blast attack at Terra Khan. His range is only 3 squares so if I 
had landed on the Crawler I’d have come up short on my attack’s range and would 
have had to take another step. That would have reduced the number of Action Dice 


that I could allocate 
to the attack andj 
T’ll need as many | 
as I can to get 
through Khan’s jays 
Defense of 6. I roll ¢ fj 
the remaining 5 
Action Dice 
(white) plus 2) 
that Defender X qqayaiiaiailaill/stltninnin ysis snl (ata 
always gets with 


Unlike | 


strikes. f 
buildings and units // 7 
monsters take sev- / . 
eral hits before 
going down and I 
just mark off one 
point of damage on 
Terra Khan’s dam- 
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Terra Khan is plenty peeved after getting shot by © 
Defender X and he’s not about to just sit around 
and get picked off from a distance. Khan jumps jj ‘ 
right to the Advance Phase and confronts Defender | --- --- 
X. He then proceeds to do a Power Attack and 
tries to throw him down the street back where he 
came from. A Power Attack requires the use of at 
least one Power Dice (red) so you’re depleting the resource that you could use to trans- 
form into your Hyper form, but you can do things that a simple Blast or Brawl attack 
cannot do. For the Throw Power Attack I roll up to 6 Action Dice (white) which cor- 
responds to the model’s Power stat (not Blast or Brawl). I use 1 Action Dice (white) 
along with 2 Boost Dice (blue) that are always part of a Power Attack from Terra 
Khan, plus 3 Power Dice (red). I get 6 strikes, whish is equal to Defender X’s Defense 
stat so he takes a point of damage and I can toss him back up to as many squares as the 
number of Power Dice (red) that I threw. I move him back three spaces as you can see 
above. I saved the bulk of my Action Dice (white) because I really want to follow up 
one Monster turn with another and bash the heck out of Defender X. 


Defender X has no choice but to do a Unit turn since all of his Action Dice (white) are 
in the Unit pool. He better make the most of it because Terra Khan is surely coming 
with a savage beatdown on his next turn. Three G-Tanks advance towards the scaly, 
and non-scaly, monsters and energy cannons blast away down the city streets. The 
first attack is against a Carnidon and it’s given a Power Dice (red) to try to bolster it, 
but I miss. The second attack is against another Carnidon and this tank benefits from 
the Leadership skill of the Elite G-Tank. This skill gives +1 Boost Dice (blue) to at- 
tacks coming from units with the same name as the one with the Leadership skill as 
long as they are no more than 2 spaces away. Every little bit helps and I toss a Power 


Die (red) into the mix, too, and get 7 strikes which obliterates the 
Carnidon and also gets me one Power Dice (red). The elite G-Tank 
then shoots at the Brontox (I roll 2 white, 1 blue and 2 red dice) and 
come up with three strikes, which is not shabby, but it’s not enough to 
§ destroy the beast as it has a Defense of 4. I push my remaining Action 
Dice (white) over to the Monster pool because I’m sure that I’m going 
to need it for Defender X after Khan smacks him around. 


= Yup, a second Monster turn is coming right now. To be able to do this 
and be effective at all you do need to carefully manage your dice. If 
you have enough Power Dice to play with, and don’t want to worry 
about switching to your Hyper form right away, you can pull off either 


two Unit or two Monster turns back to back. 
— Bie 
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Defender X is not in good shape right now. He’s 
taken several points of damage and needs to mount 
some kind of retaliatory strike before his normal 
form is destroyed. He starts off with the Advance 
Phase because he has to get the heck out of the 
burning remains of the building that he just got 
thrown into. He then goes for a Power Attack of his 
own, a bodyslam that would make any professional 
wrestler proud. Defender X throws 5 Action Dice 
(white), 2 Boost Dice (blue) and 1 Power Dice (red) 
and comes up with 6 strikes, just what he needed. 
Defender X strains to pick up Terra Khan’s fat and 
scaly butt and slams him down onto the street by 
the Apartment Building. Khan’s final position is 
right on top of the Crawler and the small beastie is 
squished into paste. It’s only one point of damage 

, to Terra Khan but it moves him into very position 
as a target for all of my G-Tanks and eliminates one 
of Khan’s units. 


In Terra Khan’s next turn, a Unit turn, we start off 
with a Cardinon being spawned behind Defender X 
and then have two more units, another 
Carnidon and a Spinodon, Advance up 
by the giant robot that just bodyslammed 
Khan. The Carnidons do a combined 
§ Brawl attack and get a total of 6 strikes 
which causes another point of damage to 
Defender X. The Spinodon goes for a 
Blast attack and rolls 3 white, 2 blue and 
I add 2 red dice to the mix from my pool 
and get 5 strikes which is not enough to 
do damage. In addition to his normal 
Defense of 6 Defender X has a Skill 
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called Force Field that gives him +1 Defense against blast attacks. Things are not 
looking great for Defender X because he’s on the brink of being eliminated and I’m 
unable to take a Monster turn right now. 
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Defender X’s Unit turn starts off with the Spawning of a Sung Fighter and Vanguard, 
both cost 1 Action Die (white) and then a couple of G-Tanks move over to get their 
sights on Terra Khan. In the Attack Phase the group of three G-Tanks does a com- 
bined Blast attack at Terra Khan and the roll is full of fail and they miss. A lone G- 
Tank blasts away at a Spitter and also missed. This tum was a complete failure for 
Defender X’s units. 


The start of Terra Khan’s turn, a Monster turn, sees us going right to the Attack phase 
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where the giant 
reptile does a 
Power Attack, a 
body slam of his 
own, that sends 
the massive robot 
crashing to the 
ground on top of 
two of his own G- 
Tank allies. They 
pop like grapes 
under his great 
weight and a huge 
cloud of dust and 
debris rises into 
the air obscuring 
everyone’s view 
for a second. 


When the dust 
settles the tower- 
ing, glowing form 
of Ultra Defender 
X stands ready to 
beat back ‘Terra 


Khan and his| — 
minions. Well, 
that’s the plan 


ea 


anyway. To win . cS 
the game you have to destroy the regular and Hyper form of your monster. The Hyper 
form of your monster is more powerful than the regular one but Defender X is down to 
just the Hyper form while Terra Khan has some health left on the regular version and 
still has his undamaged Hyper form to bring to the fight. 


The basics of Monsterpocalypse are easy to grasp and I like the moving back and forth 
of the Action dice. Since you can Push dice from the active pool to the one you’re not 
using at the end of each turn you can make sure that if you alternate between Monster 
and Unit turns you can do so with a full pool of Action dice each time. If you’re care- 
ful about building up your pool of Power dice you can pull off two Unit or Monster 
turns in a row. This means that you’ll have to forego switching to your Hyper form 
early in the game or using them to bolster your attacks. More games will help me fig- 
ure out if bringing on the Hyper version of a monster as early as possible is a good way 
to go but I have a feeling that it would help a lot. I’m definitely looking forward to 
more games of Monsterpocalypse soon. 


Played and written by Mark Theurer 


Dragons; mages; giants, and mercenaries can be played. as agtand-alonearmy or With other 
factions. You won'tiwant to miss this new Battleground faction: 


If youve never played Battleground visit us at www.yourmovesames.comand try our free 
flash demo, Checkout the countless reviews and podcasts onlineand see what has critics raving. 
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A few issues back you got to read about our building of two armies for Urban Mam- 
moth’s sci-fi game, Metropolis. Well, the armies are here and now we get to paint 
them before getting in some trigger time on the table. Here you’ll find the first of two 
articles detailing the painting of my Viridian force. 


My Viridian army had originally included the following models: 


1 Unit of Colonial Marines (5 Marines, 1 Sergeant, 1 Sniper, 1 Heavy Gauss Rifle) 
1 Unit of Colonial Marines (5 Marines, 1 Sergeant, 1 Sniper, 1 Heavy Gauss Rifle) 
1 Unit of Urban Interdicts (4 Troopers, 1 Sergeant) 

1 Tomahawk CLAU 

1 Unit of Bazooka Teams (2 Gunners, 2 Loaders) 

1 Major Icharus Trask 

1 Lieutenant Johnny ‘G’ 


The new Urban Interdicts had not been released at the time of the writing of the army 
building article and when it came time for me to sit down and paint they were also not 
available. I ended up bringing in a unit of Shock Marines for the time being. The only 
problem with that is that they are an Assault choice and I’ll need to eventually add an- 
other Core unit to the army for them to be legal. That will add another unit of Colonial 
Marines to the army since they are my only Core choice, but that can come later since 
we’re here to paint today. 


The Shock Marines were quite easy to assemble and prep. There was very little clean- 
ing needed and the only thing I really had to do was attach the shields to the regular 


CITADET: 
WASHES 
BAAL RED 


guys, the shield and head to the sergeant, and both arms to Major Icharus Trask. These 
guys get mounted on 40mm round bases and will take up more space on the tabletop 
and in whatever you’re going to transport them in than regular infantry. I primed them 
all white and was ready for pigmentation. 


I recently read some rave reviews of the new GW ink washes so I figured I try them 
out. What I read was that using them straight over a white primer coat resulted in a 
pretty nice base coat that had some good shading. Well, as you can see, below-left, 
the red ink turned my Assault Marines pink. Yup, there was some shading but they 
were still pink and I’m not trying for a “My Little Pony” look here as much as my 5- 
year-old daughter might like it. I was stuck with either stripping these guys or figuring 
out some kind of fix. I currently have two large jelly jars full of figures that are being 
stripped (Simple Green works wonders, by the way) so I was not inclined to go that 
route. 


It took going to a couple of stores but I found some red India Ink and thought I’d give 
it a try. What’s the worst that could happen? Below you can see that a deep red was 
the result and while it didn’t really have any shading it also was not pink. The medium 
sized pot of red ink set me back 
a couple of bucks and I’m cer- 
tain that I’ll be using it for other 
painting projects. It covered 
with just one coat and didn’t take 
long to dry. The GW ink set cost 
about $20 and came with 8 col- 
ors. I’m not knocking them, and 
will still get plenty of use out of 
them, but I don’t think the red is 
great to apply straight over white 
primer. 


After the red ink was dry I little | 
flesh that was visible on these 
guys. That consisted of just the 
head/face of the sergeant and 
Trask. I used an old, very old, 
color from a Warzone paint set. 
The color is called Parched Earth 
and I still have many of the col- 77 
ors from their paint releases from 
many years ago that are still in 
great shape. 


> still wearing plastic gloves since you still 
need to hold on to the mini as you’re ap- 
_ plying the “dip”. I bought a big bag of 

"crap brushes at Wal-Mart for this part. I 
) could have bought some mineral spirits or 
paint thinner and cleaned the brushes but 
|when I can get a big bag of brushes for 
$5.00 I figure it’s not worth the trouble to 
clean them. Just paint on the “dip” and 
toss the brush. These brushes certainly are 
of no use for detail work, or even touching 
up mistakes, but to apply the “dip” they are 
perfect. Oh, I also suggest laying down 
plenty of newspaper to set these guys on to 
dry after this part of the process. Prior to 
the “dip” application I dabbed a small dot 
of green on what looks like the eye en- 
hancement of the regular Shock Trooper models. Below you can see a selection of the 
models after the brush-on application. I found that with crappy brushes you sometimes 


I then used two “craft” colors to get the hoses, blades and shields base coated. I did 
the hoses in a basic black and the shields/blades in a medium grey. All I wanted to do 
here was get coverage on these areas because I knew I would be using the “dip” 
method to get the rest of the shading done. The sergeant then had a bit of brown added 
for his hair and then each of the guys had some of the bits on their back picked out 
with Pig Iron from Privateer Press’ P3 paint line. I’m liking those paints quite a bit, 
too. 


So, now I have some very basic base coats on the eight Shock Marine models and I’ Il 
admit that they look a bit sloppy if all you do is judge them by the picture above. My an 
next step was to apply the “dip”. I use Minwax’s Polyshades and you might remember urd 
me using this for the Warlord army I painted up a while ago. Usually, using the “dip” 
requires that you actually dip the figs into a big pot of the stuff and then sling the fig- 
ure around like a madman to get off the excess stain. There are a couple of problems 
with this... 


e You have to do it in your backyard and even then you can easily get it where you 
don’t want it...side of your house, fence, trampoline, dogs, self, etc... 

e You run the risk of having a miniature take flight as it slips from your hand. I had 
a Rackham Cadwallon Minotaur do this and searching through grass and dirt to 
find the pieces that broke off was no fun at all. Yes, it’s one of the figs in my big 
jelly jars of Simple Green. 

e It’s freaking hot and humid outside during the middle of Summer in Texas. By 
the end of a “dip and sling” session I’m covered in as much sweat as the figs are in 
dip. 


With all of that said I decided to try a brush-on application of the dip for these guys. 
Since it’s not a water-based stain you definitely don’t want to lick your brushes while 
your painting (a habit that I’m still guilty of with regular paints) and I highly advise 


get a stray thread that finds its way on to the model. These were care- 
fully taken off with some tweezers, but I’d still rather deal with this than 
cleaning off the brushes. They are quite glossy at this point and they 
will still look dark and glossy even after they are dry. I’ve found that 
they are mostly dry after a few hours and I’ve gone to the next step then 
but you might be better off waiting until the next day before sealing 
them. 

oe 
I put out plenty of newspaper and sprayed the whole group with two so 
coats of dull (or flat) clear spray sealer. In the Winter months around 
here, when there’s less humidity, I would do this outside (I’d also prime 
outside, too) but right now doing so is just asking for trouble. In high 
temperature and/or high humidity the primer can powder up on you and 
I’ve had similar problems with clear coats. I have to put down enough 
newspaper to keep my wife from killing me, but it worked out ok. The 
shine and darkness that came from the “dip” is reduced dramatically but 
the shading remains. I have found that the brush-on application gives 
you more control and you’re less likely to have pooling of “dip” in areas 
that you might not want. You’re still bound to get some pooling, 
though, as you can see down by one of the feet of the Shock Marine 
sergeant, below-left. 


It didn’t take long for the clear-coats to dry and you can paint over it, 


and then clear-coat again, to make corrections or add 
more details. I thought of doing this but decided against 
it. Looking back I wish that I had added some decals to 
the shields of all of these guys, but that’s just something 
to remember for next time. 


_ We're almost done with these guys, but it’s time to get 
_ these guys flocked and ready for action. I decided to use 
a mixture of grass, rocks and also static grass. I had not 
messed around with static grass before today so I looked 
up some suggestions for its use on the internet and found 
all sorts of things from people showing how to design a 
device that would cause the grass to stand up while the 
glue is drying to people suggesting to make it stand up 
-., with a toothpick to people saying that you can “charge” 

; the grass by putting it in a small plastic bottle and then 


=< ing like they were assaulting across some patches of shag 
carpet. 
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The first thing I did was paint the bases black just in case 
there were any bare patches. It would be easier to spot a 
glaring white spot on the base than a darker colored one. I 
then mixed up a solution of 50% white glue, 30% water and 
20% green paint. Ok, so those are approximate percentages 


but it’s close. I painted onto each base with my glue solution the area that I wanted the 
static grass. At first I used the “plastic bottle” method to shoot the grass onto the base 
but it didn’t look like it was sticking up a whole lot so I then just dipped the figure into 
my bag of static grass and shook off the excess. I ended up with what you see above. 


Not so much like shag carpet, but also not so much like a nice grassy field. Some- 
where in between the two and I was ok with that. Once that was mostly dry and ad- 
hered I painted on more of the glue solution to the rest of the base and added regular 
flocking and small rocks. The picture below is of the completed unit. Sure, they won’t 
win any prizes but my intention was to get 
them onto the table as quickly as possible 
and still look passable. I’d say that they 
definitely meet that requirement. 


Next up was to get paint on the Tomahawk 
CLAU. This big guy, he’s significantly 
more than twice the height of a standard 
trooper, went together with relative ease as 
all of the parts fit together nicely. I didn't 
need to pin it at all but you could if you’re 
_ astickler for that kind of thing. 


I wanted to decide on a color scheme for 
the robot that I could carry over to the 
4 regular troops so he could just look like a 
big trooper. It would also allow me to 
mass produce the two units of Colonial 
Marines and Bazooka Teams. 


I’ve been playing with some of the colors 
from Vallejo’s Panzer Aces set )mostly for 
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my US army for AE-WWIID) and found that the greenish French Tankcrew and 
grey Feldgrau go together rather nicely. I used them as the two main base col- 
ors for the Tomahawk (who would also make a cracking giant robot for those 
US guys for AE-WWII I’m working on). 


I painted his gun with a craft paint called Charcoal Gray, which is a bit darker 
than the Vallejo Feldgrau, and added a bit of red for the shells for that big gun. 
I then washed the whole thing with the new GW black ink. This covered and 
shaded the model, but differently than the “dip”. I flocked the Tomahawk in a 
similar manner as the Shock Marines. I painted the CLAU’s single “eye” red 
and then tossed in a bit of bright blue on his helmet as a bit of a contrast to draw 
your eye to the model. 


I like how they are coming together and next time I’ll be addressing the Colo- 
nial Marines and Bazooka Teams. Hopefully by then I’ll also get my hands on a 
unit of Urban Interdicts to add to the mix. See you then. 


Painted and written by Mark Theurer 


Fantasy Landscapes 


This article is actually Part HII of a continuing series where I am building an under- 
ground complex using molds manufactured by Hirst Arts (www.hirstarts.com/). This 
is turning out to be an amazingly ambitious project, but the results I’m sure will be 
worth it. Last issue I ended with eleven (11) rooms to show for my labor, and this time 
I more than doubled that bringing the total room count up to twenty-four (24) which is 
getting close to half the total number I envisioned for the complete complex. Who 
knows if I’ll ever actually see that, but I’ll sure give it the ‘ole college try. 


The floor plan to date is as shown below. I tried to but in a balance of fairly non- 
descript rooms with a smattering of special purpose rooms. Me being me, I probably 
ended up going a tad to heavy on the special purpose rooms. I always seem to do this 
when building terrain or designing dungeons, and I’Il bet I’m not the only person out 
there with this particular disability. 


I’ll skip all the basics that I went over last issue and get right to the good stuff. The 
faded areas in the floor plan are the rooms that I built last issue. So the first room for 
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this issue was a simple one; Room 14 was an open area and as advertised it was a 
pretty simple room to build. Essentially it was only a 6” by 6” section of floor that I 
decided to spruce up with a column in the center. Now I was trying to bring down the 
level, so I layered it with three layers to bring the floor level down %”, but besides the 
column in the center of the room, it was nothing but floor space. 


The next room to tackle would be room 24. I labeled it “Trash Beast” sort of by acci- 
dent as I had decided to build the room for a cool Reaper model I recently got with the 
idea of using it for an encounter in the room. What I really meant to call it was the 
“Trash Pit”... perhaps that would help make it more of a surprise of what it may con- 
tain... besides trash of course. For this one I built up a 3”x3” box that was a total of 2” 
deep, but 4” of that was taken up by the floor of the pit. When I get to the painting 
stage, I’ll add a bit more decoration to it, but for now I left it plain. Here is another 
case where having the raised based came in handy, as the pit just allowed me to build 
the base and section together as a single piece, where most of the other sections are 
two separate pieces. I capped it off with some cave formations behind the pit, sort of a 
backboard to bounce the trash off of when tossing it in I guess. 


The next room, room 13, was one of my favorites. I wanted to use the planks provided 
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in Mold #282 to build a bridge like the ones you can find on Bruce Hirst’s web page. I 
decided to put a twist on it (don’t I always) and I combined them with the bridge parts 
provided in Mold #85. Since I, of course, had to have something significant for the 
bridge to cross, I put it over a small canyon split by a river of lava. We will have to 
wait for the finishing stages before you will be able to see that part without using your 
imagination. This room, like the last one, was another one where I could utilize the 
height of the section, and once again combined the base and the section into a single 
piece. Room 23 was next, and by contrast this one was actually a “nice” place to go, at 
least that’s the way it is in my mind’s eye. The idea I had here was to create a small 


room with a small pool of healing water in its center. The room is completely encir- 
cled by cave formations, the pool is pretty small, as you can see in the close up, and 
once again I have to fall back on my excuse “wait till it’s painted, it will look much 
better then”. 


Next on the agenda was room 12. If you are wondering how I decide on which room 
to do next, its rather simple. I choose a room that would be next in flow if you were 
walking through the terrain. I do this so that I can make sure I line up the transitions 
from section to section correctly. Since this whole project is 3D, this is more of a chal- 
lenging task than you might think. Room 12 is a 
pretty good example of this since it has to meet up 
with the four rooms at each of its edges, and they are 
all will be at different levels. Since the room above 
this room is going to be a storage room, I decided to 
make the opening to it a tad more formal and put an 
actual doorway carved out of the rock. The floor 
gradually layers up giving it a natural stairway type 
feel to it. This room, along with the next three 
rooms, I actually documented the design and brick 
count for the actual sections I used. I was actually a 
bit surprised when I was done to see the finished 
product. I don’t know what I was expecting but it 
was interesting to look at all the same. So if you’re 
curious, I’ve provided the brick count and layered 
design for this particular room. The brick number in 
the table refers to an index scheme I have, but in 
short it shows the mold the piece came from the 
shape number (assigned arbitrarily by me) in that 
mold. 


So all told, there are 70 pieces, not counting the 
foam core cut outs. Sure doesn’t seem like that 
much when you glue them together. No wonder I 
seem to always be mixing up plaster of paris lately! 
The next room was the storage room I spoke of, or 
room 2. This one had a new problem that I wanted 
to see about fixing. The location of the room is 
actually next to the original stairs in (room 3) that 
was on a much higher level. This means that the 
base under room three would be visible on that one 
wall. The way I fixed this was to glue some floor 
tiles together and then use them as a wall. This kept 
the visual effect of the section while at the same 
time minimized the amount of floor space lost. The 
result I ended up with I rather liked, but I think that 
the section will have to be more gently handled, and 
picking up the section by this wall would probably 
not be a good idea. Besides building up the section 
itself, it is also decorated with a bunch of crates, 
chests, barrels, and sacks from #82, #85, and even a 
couple from #282. The piece count on this baby got 
up to 79 pieces, but if I were to guess I’d think that 
this must be one of the highest piece counts in the 
entire project. 


The room on the other side (catty-corner to the store 
room) was another simple room that has mostly 
open floor space. In my map I call this the Play 
Area, and that is because this corner of the cave 
complex has a particular theme if you have not al- 
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Brick Count for Room 12 


Description 
281-1 1” x 1” Floor Tile 


83-10 9 ‘ 
ready noticed, with rooms called things like Nesting [eee | 1 Weal Seca Pose (hers) 
Area, Hatchery, and Nursery. Hence the Play Area 83-13 1” Wall Piece Top (3 of 3) 


ray 


Ys” x 1” Floor Tile 

2” x 2” Floor Tile 

\%” x 1” Right Corer Tile 

2” x 1” Round Corner Tile 

1” x 1” Round Corner Tile 

1” x %” Odd Shaped Floor Tile 
34” x 34” Corner Tile 

Ye” x ¥” Corer Tile 

Ys” x ¥4” Floor Tile 

Ys” x 1” Left Corner Tile 

Door Post Base 4%” x 1” (1 of 3) 
Door Post Top %” x 1” (2 of 3) 

2” Corner #1 Top (2 of 4) 

2” Corner #1 Column Top (3 of 4) 
2” Corner #1 Column Body (4 of 4) 


281-2 1” x 2” Floor Tile 


2” Corner #1 Base (1 of 4) 
1” Door Arch Converts 1” Wall Piece 


83-9 11” Wall Piece Middle (2 of 3) 


is nothing more than an open 
space where the toddler cave 
dwellers can roll around and fe. 
wrestle to their hearts content. If 7 
you are wondering what the count 
would be for something like this, ¥ 
which is significantly less compli- 
cated than some of the others, it is & 
still deceptively high at 47 bricks. 
The last of the four sections that I 
did my brick count and docu- 
mented exactly how the pieces 
went together was the Nesting 
Area. This room I pictured as a 
room full of stagnate warm water 
pools where little reptilian cave &% 
creatures would like to get roman- M : 
tic and lay their eggs. The pools I 
got pre-made from mold #266 Ee — 
(the same mold that gave me the = 
pieces to build my river of molten == 
lava). I put a path between the — 
pools going over to the hatchery, =" 
and of course finished with plenty — 
of cave formations. The brick = 
count for this section ended up at & 
72. 


We 
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column, I put together another f : 


place with plenty of floor space. This one I called the 
Guard Post for the simple fact that I envision that there will 
be some sort of watch set here because the arch on the sec- 
tion leads to living quarters (future additions of course). 
On this section there is a solid wall of cave formations, and 
then another wall that has an arch passing on to what ever 
comes next. 


Under the Player area I just had to put a nursery, and I fig- 
ured this nursery would be one that would be a tad different 
than you would see on the surface world. This one would 
not only provide the caregivers a way to keep the bouncing 
little vermin corralled, but would also help to provide the 
means to start distorting their young minds quickly and 
efficiently. The teeth over the archway come from molds 
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#72 and #73. These pieces are actually meant for round 
towers, but the curvature is not really great enough to 
cause a problem, especially after a couple seconds of 
sand paper. There are also pieces from molds #74 and 
#80 among others, so on this section | really mixed it up. 
Even the floor tile I did differently using flagstone floor 
tiles rather than the normal cavern floor tiles. It was a 
fun room to build. 


The next room to tackle was the top left room on my 
plan, the hatchery. My concept was to build a warm | 
dank womb-like place where eggs could incubate and | 
hatch in relative safety. As for warmth, you’ll notice | 
that I just so happen to have a lava pool in the room be- 
low this one, so I figure a conveniently located steam 
vent takes care of that (if you have sharp eyes you can 
see it on the floor in the center of the room). To make it 
a comfy little incubator I figured it had to be a hole in 
the ground, so again I utilized the little fact that the sec- 
tion was going to be a couple inches above the table top 
anyway, and used the base as the hole. I also went the 
extra mile and even built a ladder for easy access into 
the pit from above. For playability and ease of painting, 
I didn’t bother gluing the top to the bottom, and just left 
it as two separate pieces. 


The final two rooms for this particular episode are 
rooms 10 and 20 which for my plan are the Lava Pool 
and Spider Den. The purpose of the lava pool was to 
provide a heat source for the hatchery as I had explained 
earlier. Not only that, having a lava pool could always 
lead to some cool encounters (pardon the pun). You will 
notice in the picture that there are strange looking brick 
colors in there; that is because those are left over bricks 
from the days before I added black powdered paint to 
my plaster. The white pieces are the normal color of 
plaster, and the red ones are from red powdered paint 
that I used as an experiment. Those particular pieces are 
cobblestone tile that I thought would go well with a lava 
pool, and the lava pool itself is made once again from 
pieces from the Large Flagstone Accessory mold # 266. 
The Spider Den is an a part of the caves that is no longer 
heavily used and so the “Cave Spiders” have moved in 
to see if they can grab one or two unsuspecting cave 
wonderers every now and then. This room was nothing 
more than a bunch of floor space with small cave forma- 
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tions breaking it up and making it especially conducive to spider web building. 


So there you have it, I’m up to a total of 24 rooms and my goal of 64 rooms is now that 
much closer. In the next issue though, I’ll be switching gears and get my paint factory 
going to get this cave panorama looking more like a cave. I figure getting all this 
painted will be quite the chore, especially when you add in the special effects like wa- 
ter and lava. But boy I can’t wait to see what it looks like after I’m finished. 


Written and built by Clay Richmond 


Hello everyone, 


Last issue Rodney gave us a 
new scenario, Searching for the 
Seal of Solomon, to play with 
AE-WWII. This time around 
he continues what he started 
with that one. Here you’ll find 
a new scenario, actually two of them, that can be used depending on who won the first 
one. 


“~ . ms. 
Sci-Fi 


retro 


Searching for the Seal of Solomon 
(Continued: See FR #32 for part 1) 


If the Americans won the first scenario then play “Punch Through”. 
If the Germans won the first scenario then play “Protect the Doc”. 


Punch Through 


Agent Tipton thumbed through the diary as the rest of the team finished securing the 
area. “I guess it was just hoping a little too much that it would be written in English,” 
Tipton thought as he closed the diary. “I better get this back to HQ quick so they can 
get this into the hands of one of those professors. I just hope this is something worth- 
while.” 


“Sergeant,” he yelled to the man barking orders at a private, “let’s mount up.” The 
sergeant immediately started barking more orders. The soldiers started scrambling to 
gather their gear and move to the vehicles. 


Agent Tipton looked at the bullet ridden wall that surrounds the residence where the 
skirmish just took place. “Let’s see if we can find a safe path back to our side of the 
lines and get back for dinner. I’d love some hot chow,” he thought to himself. He 
looked at the horizon and saw the approach of a sandstorm. “Well,” he mumbled, 
“there’s a little bit of luck.” 


Scenario [Planned] 


Compulsory Units 
American — Agent John Tipton (Pathfinder) 


Set-up 

The American player is the attacker, while the German player defends. The map 
should be setup for desert terrain. A road should split the map from one deployment 
zone to the other. See map below. If the American player has vehicles in his detach- 
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Defender's Deployment Area 


Road 


Attacker's Deployment Area 


ment then the defender is allowed to put terrain piece on the road as an improvised 
roadblock. 


Primary Objective 

The Americans are trying to get back to friendly lines and the Germans are aware of 
their approach and have set up a roadblock. The American player must get Agent Tip- 
ton across the board and leave through the German player’s deployment area. He must 
exit by the road or within 10” of either side of the road. The Germans’ goal is to pre- 
vent this by causing the Americans to withdraw. 


Deployment 

The map shows the deployment areas. The American’s deploy anywhere on the at- 
tacker’s side up to 6” from the table edge. The Germans deploy on the Defender’s side 
anywhere up to 12” from the table edge. 


Special Rules 

Sand Storm — a sand storm is limiting the visibility of both sides. At the beginning of 
each turn one player should rule 2d6 +10. That is the maximum range in inches than 
any model can see for that turn. If a vehicle moves more than the maximum range of 
visibility for that turn then a handling check should be made to see if the driver may 
have ran over something or into terrain that may have caused the vehicle to break 
down. 


Scenario Rules 
Voluntary Withdrawal 


Protect the Doc 


Doctor Eckener leafed through the pages of the diary even more greedily than the sol- 
diers around him were digging into their lunches. The diary’s contents were all rather 
cryptic even though he could read Hebrew, Arabic and Ancient Greek. “It must be 
part of a code,” he thought as he closed the diary shut and stuffed it into his satchel. “I 


28mm fantasy & sci-fi detailed 
figures for painting, gaming 
and RPG's 


must get back to Berlin at once.” 3 bee Goblin 
NF. Scout 
Suddenly the guard posted at the top of the sand berm yelled, “Americans!” and he 4 ’ Master | 
fired a shot with his rifle. The other soldiers tossed aside their rations and grabbed >, am 
their weapons and rushed up to the top of the berm. é park Ka 
“They’re rather persistent. How do they keep finding us so quickly?” the doctor pon- z w we / 40mm scale 
dered as the firing increased. Suddenly a rough hand grabbed him and pushed him | caxfemale warrior 


down into the sand, “Stay down!” 
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Compulsory Units 
German — Gustav Eckener (Archaeologist) 


Set-up f 

This should be a desert terrain map. The German player may setup a hill for the sand Z : A t \ 

berm anywhere on their side of the map up to 12” from their table edge. The rest of Gg > J \} 4 Ne, 
the terrain may be whatever is agreed upon by both players. The German player will J » ‘ep a a> J \ 

need a miniature to represent Doctor Eckener if they do not want to fit him in as a hero ; ae 

in their detachment (in this case one hit from a weapon would be enough to kill the ia “ae YY Gai sap e208 
doctor). < be 

Primary Objective 


The Americans still have a spy (a local being used as a translater) in the German’s out- 
fit who is helping the Americans in their pursuit of Eckener and the diary. The Ameri- 
can player’s objective is to kill or capture Doctor Eckener (and thereby gaining the 
diary) and drive off the remaining German forces. The German player’s objective is to 
protect Doctor Eckener and force the Americans to retreat. 


Deployment 

The American player may deploy his forces anywhere up to 8” from their table edge. 
The German player may deploy his forces anywhere up to 8” from their table edge. In 
addition, the German player may place one unit (must be infantry based) on the hill 
they placed during the setup (the sand berm) even though it may be 8”-12” away from 
the table edge. 


Written by Rodney Forehand 


HFH033 (r) Kalee (b). Human warriore 
|_with choice o ight arm weapon 


34112 Viridian Tomahawk $50.00 


This is one big model that comes with a 50mm round base. Fourteen pieces go into the 
assembly of this CLAU and while it doesn't require any advanced modelling skill 
you'll want to set aside some time to make sure that you get it together right. The first 
thing to do would be to clean each and every part of the model. On a large model with 
this many pieces you're bound to have parts to clean and this is no exception. Faint, 
but very manageable, mold lines were found on most of the parts and there were a few 
bits of excess metal here and there and some metal tabs from the casting process. 


The legs fit on to where the hips would be via a tongue-and-groove kind of joint. If 
you want to change the position of the legs you have some work ahead of you with a 
drill and green stuff. I'm going to leave them as intented by the sculptor and will con- 
sider adding a pin to each since they'll be holding up a lot more than just their weight. 
The head fits right into place and doesn't need a pin. It fits into a notched void and if 
you want to rotate it to be looking in another direction you'll need to do just a tiny bit 
of work, but I don't see the need to alter it. Some very large extra shells for his gun fit 
on one hip. You get two sets of shells, three per set, and I could not find where to put 
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the second set. I'm usually not a huge fan of having two seperate arms and a seperate 
gun that all need to meet up in a specific way because it's not unusual for me to screw 
it up or to glue myself to the model. UM did a great thing here because each arm and 
shoulder is notched where they need to go together so if you're putting them on wrong 
you'll really know it and won't do it. Big honking shoulder pads slide into place hang 
over the shoulder joint. We then have two sets of tubes and a collar piece to get put 
on and we're done. Between cleaning and assembly I think that I got done in about 15- 
20 minutes. That was without using any pins and just making sure that my glue was 
dry before attaching other parts. The resulting model is easily over twice the height of 
a normal human-sized miniature and fits in with the rest of the Viridian army. I like it 
and it makes a good imposing figure on the table 


13414 Triads Sumotori Veteran $10.00 


This two piece model depicts a rather rotund man 
that's wearing a respirator and has several tubes go- 
ing into different parts of his body. He's not really 
wearing much in the way of armor but appears to be 
wearing pretty typical sumo garb. The big tubes go, 
mainly from his gut but also from his arms, to some 
sort of junction box that attaches to his back. There 
was some cleaning to do on him as there were some 
visible mold lines on his legs and arms along with 
some bits of flash on the blades that are attached to 
his arms. He comes with a 40mm round base, which is larger than most human-sized 
troops would get, but his wide stance needs the extra room. I'm not running a Triad 
army in Metropolis but would have use for him in Rezolution as either a Ronin Fist or 
maybe even an APAC Arashi, but I don't see any fantasy uses for him as there's just 
too much modern and sci-fi stuff to the model. 


34303 Syntha Talon Cyclosynth $50.00 


This is a model that is not for the faint of heart. There are a total of seventeen pieces 
that go with this big boy, and that does not even count the large plastic base that comes 
with it. It actually took me a bit, while examining both the picture on the box and the 
collection of pieces, to figure out how it all went together. To start off, the two me- 
chanical claws at the end of each arm come in three pieces each with the fingers each 
being a separate piece. The three fingers for each claw come attached to a common 
sprue, so there are two sprues of these. The arms themselves account for two more of 
the pieces as do the legs. There is a lower torso piece that the legs attach to, and a 
large upper torso piece that the rest attaches to. Also attaching to the upper torso is the 
head, which comes as a separate piece, as well as a power pack. The final three 
pierces are all small and come on yet another sprue. These last three are cosmetic add- 
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ons, two are pieces that fit to the front of the upper torso, one to each side, and the last 
appears to be an antenna that attaches to the side of the head. All the pieces, even the 
small ones, go together extremely well with a variety of post and slots that guide the 
pieces together and help to position them once attached. There is also very little 
cleanup work for a model. You have to look pretty hard to find any mold lines, and 
there are only occasional spurs that need to be cleaned off, which only leaves the re- 
moval of the sprues as cleanup work. This a very cool Syntha model, and I can’t wait 
to see what he can do on the battlefield. 


Reviews by Mark Theurer and Clay Richmond 


290124-0141 Foxtrot Ranger 7.50 Euro 


This three piece mini is a new addition to the Ariadna forces 
and I'm very ok getting another sniper to pour some lead far 
downfield. The main piece is the girl herself, just without her 
arms. Her right arm holds a rather large sniper rifle and in 
her left she holds a camouflaged cover. All three pieces 
needeed some attention when it came to cleaning but overall 
the model was very clean and I could not find a mold line. 
She wears goggles and her hair is tied up into two pigtails. 
She's also showing off her flat belly and her arms are bare, 
too. If she needs to become a bit more modest she does have 
the cover that she's carrying in her left hand. Assembly is 


Foxtrot Rangers 


Rriadno 


very easy with both arms just fit right on to the body up at the shoulder. There are no 
other parts that need to meet up or be joined. She's a very "at ease" model but she'll 
still work fine during a shoopty game like Infinity. She could also be used as a PC in 
the new edition of Traveller. 


280101-0001 Ariadna Starter Pack 32.50 Euro 


Fc Kazaks 
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S 


Starter Pack 


Ariadna 


In the previous Ariadna Starter Pack you also got six minis that consisted of 1 Scout 
Sniper, 1 Veteran Kazak, and 4 Line Kazaks. This time around you still get six minis, 
but there is a bit more diversity to the group. There are three Line Kazaks, 1 Chasseur, 
1 Veteran Kazak and 1 Highlander. 


All six come with a standard round slotta-base. The three Line Kazaks are single-piece 
models so all you need to do is some cleaning, base them and they are ready to be 
primed. They have some more details than the original 
Line Kazaks but I'll definitely use them alongside the 
first batch that are in my Ariadna army. Cleaning con- 
sisted mostly of removing bits of flash and excess 
metal. I found just a few, very faint, mold lines on 
these three models and they were clearned up easily 
enough. The Chasseur looks quite similar to the Line 
Kazaks but he wears what looks like a baseball cap. 
™ He also wears sunglasses and has a_headset/ 
WA microphone that adds some nice added details to the 
4) figure. He's armed with a large knife and pistol that's 
in addition to a Rifle. He's in a post that's very ready 

@) for action and I like this model a lot. He would make a 
* | fine player-character model for modern or sci-fi role- 
4) playing games. The last two models are both multi- 
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piece models that require assembly. Neither is especially difficult but the Veteran 
Kazak will require a bit more effort than the Highlander. The Veteran Kazak is holding 
his gun with both hands and you'll need to match them up together as you get them 
attached to his shoulders. I managed to do it without gluing myself to the model and 
this was helped out by the fact that the gun is not its own piece. He had some cleaning 
that was similar to the others, but there was a mold line across the top of his helmet. 
He also fits in well with the previously released versions of this type of model. The 
Highlander is made up of five pieces and he's the most animated sculpt of the group. 
His right arm had the most flash of any model in the box, but it was pretty thin and 
easily removed. His head and backpack are cast on the same sprue and they fit right 
into place. His arms, each carrying a light shotgun, end up pointing in opposite direc- 
tions as if he's either firing ahead and behind himself or that he's in mid stride while 
running. Turning his right arm around is not that big of a deal and it would only take a 
very small bit of trimming of the piece to get it to look right if you wanted both firing 
forward. This is what I plan to do with mine. All in all it's a nice new pack to start off 
an Ariadna army with and it showcases some new models well. 


280227-0148 Nisses 7,50€ 


Here is a new troop type for the PanOceania forces that has just hit the stores. This 
lady has a nicely form fitting blouse and a great big gun to go with it. This model has 
five pieces to it, plus it comes with the normal round plastic slotta base. The first piece 
of course is her torso which all the other pieces will attach to. The next three pieces 
are three of her four limbs which are both of her arms and her right leg. Her right arm 
is the one that carries the big ‘ole heavy machine gun of hers, while her left arm is 
empty handed. The last of the pieces is a small antenna that attaches to the back of her 
head. Her right leg and left arm come mounted on a sprue, and in my package, the 
antenna came as a separate piece, and it is small enough that I almost overlooked it. 
Her pose is pretty cool as she is standing on one leg in a running stance with her Heavy 
Machine Gun held out wide to the right. There are several spurs of metal on some of 
the pieces, and 
these are all very 
easy to remove. 
There are also 
minor mold lines, 
but these too are 
few and far be- 
tween and where 
they are, they are 
in places that are 
easy to file or 
sand off. Because 
of her stance, she 
is rather easy to 
knock over _ if 
you’re not care- 


ful, so when you are assembling her, keep that in mind and positioning her back a bit 
will definitely help. This is yet another cool infinity model that I can’t wait to field. 


280523-0147 Clockmaker (Engineer) 7,50€ 


The Clockmaker 
is the new techno 
geek for the No- 
mads. He is a 
model that comes 
in three pieces and 
has a round plastic 
slotta base in- 
cluded. Plus, he 
has one of those 
plastic sheets with 
em holographic — dis- 
= plays on it for the 
@extra “hacking” 
touch. The two 
@) pieces beside the 
main torso are his 
arms, and they both come attached to a sprue that will need to be cleaned off. The fig- 
ure is well centered, so there is no balance issue at all, and should stay upright even 
with a bit of a bump on the table. There are no mold lines that I could see on the piece, 
and the only excess metal on the model at all, besides the sprue of course, are a couple 
of easy to remove spurs of metal. This dude’s pants crack me up, especially for a 
“straight laced engineer”; there is about three times more fabric than needed to make a 
pair of pants in the particular pair of drawers he is wearing, a style of dressing I never 
really got into. But if you can get over his duds, he is a piece that easy to clean up and 
assemble then get busy painting. 


Engineer, Weapons 


280425-0144 Hassassin Lasiq (Haqqislam) 7,50€ 


Here’s another Hassassin to add to the mix and man does he look sharp. I find it hard 
not to drool when staring at this model. I’ve always liked how the armor looks for the 
Infinity figures with the look of hard plastic armor over tough fiber clothing and this 
one is no exception. The thing that gets me about this model is the cloak. It has a mul- 
tilayer look to it and the sculpt flows really well with the action of the figure. The hel- 
met is mostly hidden under the hood, but what you can see is a large visor. To top 
that off the Lasiq is carrying a sweet looking rifle that a combo Viral Rifle and shot- 
gun. He’s also sporting a pistol on his belt. 


This is a 3 piece model (not including the base) with the body being the main piece and 
both arms being the other two pieces. The joints for the arms are all set up for easy 
assembly and alignment which is really nice considering this is the kind I usually hate 


trying to assemble other Guilang troopers 
(where one the’ that are already out. 
hand of one armis ‘There’s a little cleanup 
on the rifle and _ on this figure, but one 
you have to align thing that will have many 
them all up). This players rejoicing is that 
one should be this one is already as- 
quick to assemble sembled. You heard it 


; and fun to paint. right, no assembly re- 
: i quired! Okay, you do x — HOAOXAND BOF: H8025-0140 
HOLOCARD Ref: 260425-0144 ’ 3 have to attach the base, * Guildng Sniper 


Hassassin Lasigs i but that’s easy. So now ; a 
Viral Rifle + Light Shotgun £ 

Hagaislam <A: you'll have some free 

; time to think about put- 

ting together a unit of 


Guilang for some Arctic fighting. 


280327-0146 Hsien (Yu Jing) 8,50€ 
280328-0152 Domaru Butai (Yu Jing) 7,50€ 
The Hsien are members of the Emperors elite guard, which 
means they should make a statement when they show up. 
Looking at this figure I have to say, “Mission Accom- 
plished”. This Hsien is carrying an HMG which all by 
itself should make a statement to onlookers. The Hsien is 
also carrying a Chinese style sword in the other hand, but 
Hy who’s going to notice that over the big gun? The armor 
Hy matches the other armor styles of the Yu Jing troops, but in 
3) comparison of to the others this one’s helmet seems really 


If you need some more light infantry, Domaru 
is a new addition that’s pretty tough looking. 
I’m guessing it’s a she by looking at the upper 
body. The armor has a definite anime look to 
it, which seems only appropriate for a Yu Jing 
unit. I have to say I like it. She’s carrying a 
boarding shotgun and also is carrying a pistol 
on her hip. That’s okay until she gets in close 


HOLOCARD REF: 280328-0152 


then she turns shredder on you with the two ' » Domaru Butai y i large. It must be loaded with all kinds of techno-goodies! 
swords she is also carrying. Having men- . Shela, Alle : =) One thing I like about the Yu Jing is that even with all the 


Yu Jing 
futuristic armor, the rest of the clothing has a traditional 


Asian feel to it. This figure has 5 total pieces not includ- 


tioned the swords, Domaru is a 4 piece model 
(not including the base) to assemble. The 
body is the largest piece, with each arm being 
two other pieces and the swords (one piece) 
being the last. The joints should be easy to glue or pin as each joint already has a ball/ ing the round base. Both 
socket combination for each fitting. These joints with the newer figures I have to say of the arms are separate 
are really helpful. pieces that are marked eas- 

ily enough to figure out 

how to connect them to the 
280325-0140 Guilang Sniper (Yu Jing) 7,50€ torso. The other two pieces 

that connect to the back of 
One thing that is unmistakable about Infinity’s miniatures (or at least to me anyway) is _ the torso are some kind of /. 
that when they say sniper you are guaranteed to get a figure with an awesome looking tubes coming out of the jj 
rifle. Maybe it’s just me but I just love their snipers and the Guilang Sniper is no ex- armor. Pieces like these Yu Jing 
ception. Guilang are snow troopers, but the sniper’s gear doesn’t really look all that should be familiar to Yu 
bulky even though most of it is hidden under a long coat. Actually, it matches with the Jing players as they’re on a 
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lot of our models. The nice thing about these is that they really fit in well to the 
grooves on the back of the figure and should be a lot easier to glue on than you would 
expect. Yay! 
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This blister comes with two Halgqa which are Haqqislam mechanized infantry. Putting 
these two together you’ll notice some interesting variety right off. One is male, the 
other female. One wears a helmet while the other keeps it on her backpack. The fe- 
male is a left hander shooter and the male shoots right handed. Which is cool, I like 
some variety in my units. After that they match almost exactly in regards to the equip- 
ment. Why did I mention all that? Well because nothing is more boring than buying 
figures of a same unit type and not having much variety to tell them apart and these 
pass the test with flying colors. The rifles look cool and the pistols holstered on their 
hips look like the pack a punch. Their equipment definitely makes them look like in- 
fantry with light battledress, backpacks and various pouches on their belts. This blister 
comes with 5 metal pieces and two round bases. The male figure is just two pieces 
with the right arm needing to be attached to the torso and left arm. The female figure 
has 3 pieces, the torso, the left arm (holding the rifle) and the right arm which will 
need to be glued to the right shoulder and the hand on the rifle. Normally I hate these 
kinds of assemblies, but after testing out the joints this will not be a hard assembly for 
either figure. 


Reviews by Mark Theurer, Clay Richmond and Rodney Forehand 


3326 Guard Dogs $11.99 
Sculpted by Jason Weibe 


This blister has two different models of 
different dogs commonly used for guard- 
ing purposes. They both appear to be 
models of some breed of Bull Dog, 
though I’m hardly qualified to nail down 


71 


the exact breed. One is wearing a 
leather harness of some sort, while 
the other has a classic spiked collar, 
so these are apparently dogs that have 
owners rather than the type you 
might run across in the wild. Both 
are one piece models with an at- 
tached integrated metal base. They 
also have mild mold lines in common 
and little to no other types of excess 
metal, though one does have a support post under one of its back legs that is slightly 
lifted off the ground (because it is running... not because it found a handy fire hy- 
drant), so if it were me, I would clip that off and file it down. Both models have very 
low centers of gravity (as you would expect for a Bull dog) and neither has and weak 
point that you have to be careful of. These are good models to accompany either 
player characters, or some special non-player character. 


3330 Lilaea, Naiad $4.99 SN = 
Sculpted by Patrick Keith . 
Meet Lilaea, the underwater queen of the 
deep. This model is a depiction of an 
underwater scene complete with Lilaea 
scratching the chin of a nearby fish, and 
seaweed gently waving in the current 
behind her. The model is a one piece 
model with a nicely textured metal base. 
The base is small enough that I would 
recommend that it be remounted on a 
secondary base if you plan on using it in 
a gaming scenario as she may be easily 
knocked over if you don’t. She carries a trident in her left hand, and it is rather pliable, 
so it can be easily bent, and you will probably have to straighten it when it comes out 
of the blister. Even with all her exquisite detail, there is almost no cleanup work 
needed on her. I found a mild mold line under one arm, and a small spur on the tip of 
the trident and that was it. In my humble opinion, this great looking model would be a 
fantastic addition to include in an under water diorama. 


3332 Young Fire Dragon $14.49 
Sculpted by Julie Guthrie 


If you’re a dragon collector, this is a cool one to add to your collection, especially if 
you happen to already have the Reaper’s 2802: Dragon Hatchlings. This model comes 
in five pieces and is free standing with no base. The two wings are both separate 
pieces and are supplied on a sprue, and the tail and head also come as separate pieces. 
The wings attach to the dragons back with ball in socket type joints with enough sur- 


face area touching to 
make for a pretty solid 
joint. The tail section, 
as well as the head, also 
fit nicely to the main 
torso so the assembled 
model should not have 
any problem withstand- 
ing normal use in a 
gaming scenario. There 
is not a balance problem 
with the model since he 
stands on four legs, but one of the legs is on the piece with the tail so when you are 
assembling the model, you will want to make sure all four legs are flat on the ground. 
There is hardly any visible cleanup required on the model beyond the sprue, and the 
sculpting detail is very nice making this all in all a really quality model. 


3333 Boneflail, Gnoll Cleric $8.99 
Sculpted by Tre Manor 


This model has a whole lot more finely done 
detail that you may be used to seeing on a Gnoll 
model. You can actually spend a fair amount of 
time admiring all the detail on this guy with a 
belt full of paraphernalia, a bandolier of potions, 
and various bones and skulls that decorate his 
attire. The model is a two piece model, with the 
shield being the part the needs to be attached to 
the main torso. The figure has a bit more weight 
to it than your normal model, and the base a 
fairly narrow, so it won’t take much to topple 
him over. That being said, it might be a good 
idea to mount this guy on another base (it would 
have to be larger than the standard base size) to give him better Sabllity The only part 
of the model that is not nice and rigid would be the chain that connects the spiked ball 
of the flail to the handle. This is rather easy to bend so don’t toy with it too much or 
you may be gluing it back on. Reaper has put together a really nice line of Gnolls, and 
this will be a nice addition to the growing collection. 


3334 Creature Components $8.99 
Sculpted by Various artists 


If you are someone that likes to modify or create your own models, then this blister is 
definitely a “must have” for you. The package says there are 28 pieces in this collec- 
tion, but no matter how I count it, I come up with 30 pieces (maybe I’m just lucky). 
In any case, there are five sprues of parts, and these parts are of a huge variety of stuff. 
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One sprue has ten (five 
pair) of beastly hands that 
range form huge crab 
claws, to small three finger 
demonic looking claws. 
Then there is a sprue of 
tails, and this puppy has 
five different types of tails 
on it, none of which you 
would put in the “normal 
everyday” tail category. 
The last three sprues con- 
tain tentacles and horns of 
various types. Two of the 
sprues each have a pair of 
tentacles similar to what 
you might find on a displacer beast, and the last sprue has both tentacles (ones that 
look more octopus like) and a number of horns and even a few eye stalks if I’m not 
mistaken. So included in this little treasure trove is just about anything you might 
want to create the creature of your nightmares. I can see myself having hours of fun 
with this collection. 


3335 DHL Classics: Wixards $8.99 
Sculpted by Julie Guthrie 


There are three different models in this blister, and they are all single piece models 
with small attached metal bases. They are all models of wizards and they are all in 
different poses. In one pose he has a falcon on one hand and holds a staff in another. 
The next pose he has a conjured flame popping out of one hand while reading some- 
thing from a book that he holds in the other hand. The last model has him in what 
looks like a spell casting stance, but I have to admit, his “get up” sure make him look 
like one of those hippie flower children from the sixties. All the figures have pretty 
small bases, so remounting them on secondary bases would probably be a good idea if 


you are 
going to 
use them 
in a game. 
There are 
very few 
molds 
lines or 
metal 
spurs on 
any of the 
three, and 
what few 
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there are, are rather easy to remove and clean off. The details on all three are a cut 
above normal too, making this a nice set of models. 


3337 Terezinya, Goth Sorceress $4.99 
Sculpted by Werner Klocke 


Seeing this figure reminded me of when I first started 
playing RPG’s and wondering why Gandalf could use a 
sword, but wizards in our games were stuck with daggers. 
Terezinzya is definitely of the new breed because she’s 
hauling a sword on her hip. There are a lot of cool things 
about this miniature with her outfit and detailing. She has 
her left hand extended as if she is casting a spell and the 
detail and positioning of the fingers looks really natural. 
Likewise the fingers of her other hand are just barely 
pushing on the hilt of the sword, but you can tell they are 
holding it in place. The body positioning and smoothness 
of her face makes this a stunning miniature full of femi- 
nine grace. Terezinzya comes in 3 pieces with the torso being the main piece, and the 
other pieces are the arms that fit into sockets on the shoulders. 


3339 Marek Manslayer, Evil Warrior $6.99 
Sculpted by Tre Manor 


Ah, another barbarian-type 
from Mr. Manor and this guy is 
about to chop into someone 
with a two-handed axe. The axe 
and one arm and one hand 
come as a Separate piece and it 
went into place pretty easily, 
but there’s really no different 
range of motion possible. He’s 
a lot like Tre’s previous barbar- 
ian warrior, Kord the Berserker 
Hero, that [’m using for a 
ranger in our D&D game. 
Marek is big and muscled with 
long stringy hair and looks like he’s just itching for a fight. Marek may not be as 
suited to being a ranger as Kord, but with a big two-handed axe he’d make a great 
fighter. He’s not wearing a lot of armor, but his boots are heavy and spiked and his 
helmet sports two large curved horns. On his belt you’ll find several skulls, a horn and 
what looks like a potion flask. I’m not sure if I like him quite as much as Kord, but 
he’s still a great barbarian model and one that could easily be used as a player charac- 
ter model of good or evil motivations. 
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3340 Cassie, Gnome Wizard $4.99 
Sculpted by Werner Klocke 


If you’re a fan or Werner Klocke sculpts 
then this figure is pretty easily recogniz- 
able as one of his and that’s not a bad 
thing in my book. Mr. Klocke has a very 
distinctive style, especially the faces, and 
I like his work a lot. Cassie is a female 
gnome and visibly so, but her female 
features are not exaggerated. Her hair is 
cut bluntly at her shoulders but she also 
has a long ponytail that looks like it has a 
ring of large keys tied to it. I could be wrong, but let’s say I’m right, and I find it as a 
nice touch of added character. Her large and pointed ears stick out from under her hair 
and the face is clean and well done. There’s a scroll case and potion jug on her belt. 
Mold lines were a bit more visible on this model than on a lot of others that I got to 
look at this time around. She needed more cleaning attention before she was ready to 
prime, but there were no defects. Her right arm, carrying a very nice staff that is topped 
with a big crystal or other precious stone, glues into place at the shoulder and there is 
some range of motion that’s allowed by the sculpt. This is an excellent little miniature 
and could maybe pass for a Halfling until gnomes are officially released as a regular 
player-character race for the new edition of Dungeons and Dragons. 


3341 Alura, Succubus Temptress $6.99 
Sculpted by Bob Ridolfi 


Alura (is that a perfect name for this 
model or what?) is a three piece 
model, the three pieces being her 
young lithe body and her two wings. 
The two wings come mounted on a 
sprue and attach to the back of the 
model in slots that are very nicely 
formed, mostly by her hair. She 
seems to have a phobia for clothes; 
there is not a stitch on her, which of 
course makes mold lines a little 
harder to hide. But at least with her 
smooth skin, the lines should file off very easily and nicely. Her base is quite small, 
and with her wings she is a bit top heavy, so she is definitely a model you are going to 
want to mount on a secondary base. Besides her body, hair and wings, there is not a 
whole lot of opportunity for the sculptor to show off his talent on this demon lady, but 
what opportunity he had, he did a really great job... on the hair I mean... and the 
wings. With the outfit this lady is sporting, I imagine it won’t be too hard for her to 
lure unsuspecting adventurers to an untimely demise. 


3342 Borley, Male Ghost $5.99 
Sculpted by Bob Ridiolfi 


Borely is a one piece model of a ghost 
that carries the chains like some ghost 
from Christmas past. He is most defi- 
nitely not like most of the ghosts or 
wraiths you have seen before, and in fact 
doesn’t even look all that menacing, so 
if you are looking for a ghost figure to 
fill the non-standard role of being some 
sort of non-violent ghost (ideas of a spe- 
cial non-player character perhaps?). The 
model is clean with nicely distinct de- 
tail. The dilapidated clothes of this 
groaning apparition are nicely done, as 
are the chains that dangle from his 
wrists and neck. I could only find the merest hint of mold lines and there and there are 
only a few spurs of excess metal left over from the molding process. The base of this 
guy is large enough for the model to stand without falling over, but only if the surface 
is even and the table is not bumped, so if that is the environment you intend on using 
this model, you may want to mount it on a larger base to increase its stability. I like 
this model for its uniqueness, and I have to admit, it’s got the wheels turning in my 
head about a unique encounter to use him in. 


3343 DHL Classics: Female Wizards $8.99 
Sculpted by Sandy Garrity 


In the same way that Mr. Klocke’s miniatures are pretty easily picked out by those that 
have seen a lot of them the same can be said for Sandy Garrity. Her faces bear a re- 
semblance to one another and this package comes with three female spellcasters. Two 
of them have slightly visible ears, but they are not rally the focal point of the figures so 
there’s really no reason that they could not be humans, half elves, or elves in my book. 
Like other 3-packs that 
Reaper has _ released 
these remind me a bit of 
the old Ral Partha sets 
of three adventurers 
where each figure repre- 
sents the character in a 
different stage of their 
adventuring life. I like 
this idea and hope that 
Reaper does this with 
some new sculpts, too. 
All of the sculpts are 
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detailed with filigree or lace trimmings and all of their robes are long and flowing. 
One of them had a mold line down the back of her robe that was a bit tough to clean 
since it crossed over, perpendicularly, quite a few of the ruffles of her long dress. 
Other than that the rest were easy to clean. Since these are re-issues of older figures 
they are a bit smaller in stature than a lot of today’s “heroic” figures. They are also all 
still available individually from Reaper but will run you $3.99 to $4.49 each and you 
can get all three here for a bit over three dollars 
less. 


3345 Ridley Darkedge, Thief $4.99 
Sculpted by Julie Guthrie 


Ridley is a single-piece figure of a thief that car- 
ries a sword in his left hand and a dagger in his 
right. The dagger is drawn back and ready to be 
thrown. I immediately liked the pose of this 
model. Even though he’s standing pretty straight 
it still has a nice feel of animation to it. His sword 
and knife were both bent a bit when he came out 
of the package but they were put back into place 
easily. I don’t know if I’m thrilled about his bald 
head. Not that I’m anti-bald thieves or anything 
and I’m all for having different looking figures. Maybe it just needs to grow on me. A 
coil or rope, surely used to gain entry to second-story or higher residences, can be seen 
over his shoulder but under his cape. The mold line on this figure was seen under the 
cape and also across the back of his head. You’ll need to be careful when removing it 
from his head or he’ll end up with a nasty scar across the back of his head. This might 
be an added detail, but not one intended by the sculptor. I like this figure a lot and if 
the rogue in our D&D party might just paint him up as a replacement for his current 
figure. I just need to manufacture a way for him to go bald. 


3346 Dhaval Icefist, White Dragon Knight $5.99 
Sculpted by Kevin Williams 


Dhaval stands right out as a warrior given that he’ll be just 
slightly larger than a lot of the normal sized adventurers. 
He has some pretty serious looking armor and I think he 
would work really well for a warrior who has reached the 
higher levels and picked up some cool armor. The helm is 
shaped so that it looks a lot like a shark’s dorsal fin, but the 
shield helps you realize it fits into a dragon theme. I really 
like the idea for this shield too! The front of the shield 
looks like a dragon has folded his wings in front of him for 
protection. Cool huh? I thought so. The mace he’s carry- 
ing is pretty huge and when I compared it to some of my 
kobold miniatures I figured he’d probably launch one a 


good 10-13 feet. Dhavel comes in two pieces 
so a little assembly is required. The left arm 
which is holding the shield needs to be attached 
to the torso, but it shouldn’t be difficult because 
there’s a nice big socket for lining them up. 


3347 Larodin, Dark Elf Cleric $4.99 
Sculpted by Julie Guthrie 


The thing that really stands out on this minia- 
ture when you first look at it is, “What the heck 
is that weapon?” I am going to guess it is a 
mace, but I’ll give it the benefit of probably 
having some serious Dark Elf magic on it be- 
cause it looks like it will bring on the pain. I 
think my favorite feature for this miniature hap- 
pens to be the shield. It definitely has an alien 
look to it and gives the feel of a mysterious culture like the Dark Elves. On the back of 
the belt you can also see what looks like a map case, 2 potions and a pouch. I just 
can’t say how much I like to see these kinds of details on my adventurers! I know this 
will disappoint a few folks. Okay, maybe a handful if that, but this miniature comes in 
one piece! No assembly required so you can jump right into the painting. 


3348 Quinn Nolan, Heroic Warrior $6.99 
Sculpted by Bobby Jackson 


Very similar to another previously reviewed model, Kale Nolan, who was also 
sculpted by Bobby Jackson. Kale, like Kord the barbarian, is also being used as a 
player character model in our D&D campaign. Anyway, Quinn is carrying and wear- 
ing what looks like a shield and set of armor that’s identical to Kale. In fact, I’d go as 
far as to say that it’s the same guy but just in 
a different pose. There are some differences 
in their armor, but it’s really not all that sig- 
nificant and using one for the early levels of 
a character’s career and another when he 
advances a bit is fine by me. I’d like to see a 
third version to come along that’s in another 
pose, too. Quinn is standing pretty straight 
with a slight bend to his neck and a swing of 
his sword that’s about to come down and 
across. He’s wearing lots of heavy plate 
armor an I think that he’d paint up easily and 
quickly with just a few basic colors. There 
was some excess metal on the bottom of his 
base and a few other bits that needed to be 
cleaned here and there. He’s not in as dy- 


namic of a pose as Kale (either his twin brother who’s parents dress them alike even 
when they are grown and going off to adventure or maybe the same guy later in life) 
but he makes an excellent looking fighter or paladin. 


3351 DHL Classics, Dwarf Warriors $7.99 
Sculpted by Sandra Garrity 


Being that I am rather fond of Dwarves I tend to think that one can never have enough 
Dwarves. I have decided that Reaper (thankfully) feels the same way because in this 
blister you get 3! Everyone knows that good things come in threes too! These are a 
little petite compared to most of the Warlords Dwarves, but I actually like that because 
a little variety in size among miniatures seems more realistic to me. Each Dwarf is 
equipped very similarly with chainmail armor, boots and a helmet. Two of the 
Dwarves are carry a hand weapon (a broadsword or battleaxe) and a shield. The last 
one is carrying a crossbow. There is no assembly required for these figures, although 
you might one to consider fixing them to a base for a little more support standing up. 


14506 Necropolis Ghoul $4.99 
Sculpted by Tre Manor 


This single ghoul could be used effectively as part of 
a larger undead encounter if you’re not playing, or 
building, a Necropolis army in Warlord. It’s a sin- 
gle-piece model that is carrying two long bones, one 
in each hand, and he’s either meaning to play a mean 
set of drums or, more likely, bash in your skull with 
them before eating the soft stuff inside. Both bones 
were slightly bent in the package but they straight- 
ened out easily enough. His body is a bit sunken and 


shriveled but still muscular. His head is longer than it is wide and his mouth is opened 
with a large tongue visible. Cleaning was limited to two faint mold lines on the bones. 
A good, decent undead model with a variety of uses. 


14511 D’Khul Bathalian, Darkspawn Hero $5.99 
Sculpted by Tim Prow 


Of course, the Bathalian are a race that has 
a similar appearance to Mind Flayers and it 
just so happens that I need a Mind Flayer 
for an upcoming D&D encounter so this 
guy immediately gets to jump to the lead of 
my to-be-painted pile of miniatures. He 
comes as a two-piece model with the head 
as a Separate piece. You’ll need to clip off a 
casting tab at the back of his head and there 
was a little cleaning needed around the ten- 
tacles, too. I’m not terribly familiar with the 
ecology of the Bathalian race so I’m not 
sure if the bony appearance of the figure is 
his armor or actually an exoskeleton but it 
will paint up as a cool set of armor once I’m 
done with it and a white bony set of armor 
should contrast nicely against the purple 
skin of his head and tentacles. D’Khul is 
wearing a sash that goes down to about his feet and carries a thick, bladed staff and has 
a bony kind of structure on his back. There were visible mold lines here and there and 
also a few thin “webs” of metal on the bony back piece. He’ll make a great boss bad 


guy. 


50011 Sasquatch $6.99 
Sculpted by Jason Wiebe 


This particular sculpt might look familiar to a few 
folks because it sure has a strong resemblance to 
the famous picture that someone supposedly took 
of that elusive creature. The figure is a single 
piece model and comes with a round plastic slotta 
base. Since this big guy is nearly completely cov- 
ered in fur, it seems that hiding the mold lines was 
less difficult since there are no discernable lines 
anywhere on the model. There were on a couple 
of wisps of metal left over at the injection point, 
but besides that, this model is ready to be painted 
right out of the blister. The model is more than a 
little sturdy, with no weak points at all, and it is 


well balanced so there are no problems in that area either. The sculptor did a really 
nice job on the detail on this model, especially on the face, hands and feet. His stance 
is taken from the picture I mentioned, so it may not exactly be a combat stance, but it’s 
still a cool model, and one the Sasquatch enthusiasts won’t be able to pass up. 


50015 Tool Bots (3) $6.99 
Sculpted by Bob Ridolfi 


I have to say I was pretty excited when I saw this blister. I’m a fan of science fiction 
and pulp fiction, so when I saw the Tool Bots the squeaky wheels in my brain started 
turning. They certainly look futuristic enough that you could use them for sci-fi gam- 
ing and they would look completely natural. But what I like about them is that they 
also have that old 50’s science fiction movie look to them. As for the individual robot 
poses don’t expect a lot of variety. As a matter of fact they all three look the same 
except for the right arm. You have 3 different right arms for your tool bots. One is a 
chainsaw, one is a clamp-type arm and the last one is probably a repair laser. There’s 
one additional piece which looks like a large radio/backpack. It can be attached to any 
of the three tool bots. So that makes 7 pieces total with 3 being tool bots, there’s 3 
arms and the backpack. Included in the blister is 3 round bases. 


50017 Sligg Soldier $4.99 
Sculpted by Jason Wiebe 


“What exactly is a Sligg?” you ask. I can’t say I 
know the answer to that question either. I can tell 
you it looks like a small lizard (think Kobold) and 
carries a very very large gun. The gun has that 50’s 
science fiction movie look to it in that’s very cylin- 
drical and bulky in shape. This one is a once piece 
miniature so there’s no assembly and it also comes 
with a round base. It looks like it would be fun to 
use the Sligg as an alien race for a lot of styles of 
gaming. I hope they decide to give us some more 
Sligg soldiers in the future because I think they 


would make a fun little alien army. 


50018 Crosswire, Super Villain $5.99 
Sculpted by Tom Mason 


Man, I have been so pleased with 
the new Chronoscope line of fig- 
ures from Reaper and Crossfire is 
no exception. This is a single- 
piece miniature that represents a 
big, strong bad guy. Crosswire is 
wearing a costume that consists of 
heavy boots and gloves and some 
wiring and electrode-type things 
that are attached to him along 
with what looks like a thick metal 
helmet. He’s in a bit of a crouch 
so if standing erect he’d probably 
be a bit taller than a normal guy. : 
He’s heavily muscled but not as much as you’d see of some super-types in comic 
books. I found a faint mold line on the under side of each arm but didn’t see one any- 
where else. You can also see his clenched teeth inside his mask and this is a good 
added detail that didn’t need to be there but I’m glad is. Even though he’s billed as a 
villain I’d be very ok using him as a hero and if you’re not into super hero games this 
guy would make a nice addition to a Rezolution force as a Ronin Brawler. 


50019 New Lewinsky, Mad Bomber $4.99 
Sculpted by Jason Wiebe 


With the introduction of the Chronoscope figure line we just seem to see Reaper pro- 
ducing all kinds of cool and unusual stuff. Take 
Ned Lewinky the Mad Bomber for example! 
This is a pretty fun figure. He’s wearing glasses, 
a fez hat and clothing that would be pretty nonde- 
script (if you lived in Morroco!). He has several 
pouches, a large satchel and a grenade hanging 
off his belt. Most folks would be a little bit con- 
cerned about the grenade if it wasn’t for the stick 
of dynamite in his hand that he’s posed to 
through. Makes you wonder what IS in that 
satchel now! I think this guy would make a great 
villain for Pulp games, so I’ll be quite happy to 
add in to my paint list. The other nice thing is 
that this miniature is one piece, so the only as- 
sembly will be putting him on the round base that 
comes with the blister. 


50020 Zombie German Soldiers $12.99 
Sculpted by Gene Van Horne 


Zombies. World War II German zombies. Somewhere there is a Weird War gamer or 
two out there who are reading this and smiling. Best of all, you get 3 zombie German 
soldiers in this blister. These zombies are a little better off than your stereotypical 
zombies because they still have the capability of using their weapons. All three of the 
zombies are dressed in their infantry kit, but there is plenty of damage to show they are 
not fresh troops. One is armed with a pistol, one has a rifle (kar98) and that last one is 
holding a MG42. The faces of these figures look decayed, so adding in the wounds 
and uniform damage it will be easy to tell these are zombies when painted. There is a 
minimum amount of assembly for the machine gunner since the barrel needs to be at- 
tached to the gun. The rest of the miniatures come in one piece and will only need to 
have the bases attached to them (bases are included). 


Reviews by Mark Theurer, Clay Richmond and Rodney Forehand 
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This year was my second time attending 
GenCon Indy, but unlike last year I was only 
we there for Thursday and Friday instead of all 4 
Me sodays. Part of the reason was I made it the tail 
end of a vacation trip with my Dad who 
turned 60 last year and I thought it would be 
fun for us to make a special trip. We ended 
up heading to the Eastern side of the US and seeing several American Civil War battle- 
fields, as well as some other interesting historical sites. GenCon was the last stop for 
our trip and one I looked forward to sharing it with my father since he was the person 
who got me into gaming in the first place. Thanks to “Risk” I was able to say Mada- 
gascar before I could even find Michigan on a US map. 
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THE BEST FOUR DAYS IN GAMING! 


We showed up to the convention center on Wednesday night to pick up our badges, so 
that we could make the most of our short time there on Thursday and Friday. So we 
got up early Thursday morning, ate some breakfast and entered the doors of the con- 
vention center by 8 am. We walked over to the boardgame area first to take a look 
around. Dad said, “That’s a lot of games.” I had to laugh. He just didn’t know what 
all he’d see today. From there we moved on to the area for all the TCGs. I’ve never 
really gotten into TCG’s, but I’d heard from some friends that the “Heroscape” tourna- 
ments were in that area so we stopped to look at their setup. Lots of great maps were 
setup for the “Heroscape” tournaments, which I think map building really is a lot of 
fun in that game. 


Finally it was time for the trade show portion of the convention center to open and Dad 
and I made our way to the doors. Once the doors open it’s like riding a tidal wave and 
eventually you find yourself staring at a gamers’ paradise of all kinds of vendors. We 
took a left and found our first major stop at the Aberrant Games booth where I got my 
first real look at the new “Warlands” miniatures. I was kind of surprised that they 
would be 20mm! I have plenty of 20mm miniatures for my Vietnam gaming so I’m 
rather fond of this scale personally. Aberrant Games still hasn’t revealed a whole lot 

- about the game, but 
judging by the minia- 
tures and current clues 
it appears to be very 
Mad Max oriented. Oh! 
And there are zombies 
too! Did I mention 
Mad Max-esque vehi- 
cles too? Remembering 
that they do have an- 
Soother game, this also 
—— gave me the opportunity 
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to pick up the Ronin Brawler to add to my crew for “Rezolution”. This is when I re- 
membered that I promised myself not to add any more miniatures to my lead mountain 
until I got some more painting done at home. Must find willpower... 


The next memorable stop for me was the Rattrap Productions booth to demo the new 
“Broadsword Adventures” game. Rattrap just released it for GenCon, and “Among the 
War Parties” supplement for “Gloire” in July. The demo was very fun and probably 
my father’s favorite demo of the Con. The new miniatures that Rattrap released for 
Broadswords looked great and it required a lot of will power to not pick up any, al- 
though I did end up purchasing “Broadsword Adventures” and another supplement for 
“45 Adventures”. I would have liked to look around more but we had to get to our 
first event. It was really cool to put the faces to the names on the forums. Next stop 
was the “AE-WWII” game event with a look at the upcoming Occult goodies. This 
one had Russian and American detachments facing off against a German and ROA 
attachment. Matt and Robert really know how to put on a fun event. There were some 
new units on the table like the German Krieghund squad, the ROA occultists and some 
other stuff that showed up in later games like the American tumbleweed tank. Matt 
also said that in addition to the ROA we’d also start seeing some British units! Al- 
though the picture of the cover is not the official cover, Robert pointed out that this 
picture also shows some future units that will eventually enter the game. So for you 
German players look forward to seeing a wicked looking Knight character make its 
way to your tabletop in the future. Drool. Our game was so close that it came down 
to attrition rates and the two ROA troopers we lost in the last round were all that was 
needed to hand a victory to the Allies. 


i! 


After a quick lunch it was back to the trade area and we walked over to the Privateer 


Press booth. I was ona 
mission to pick up 2 
copies of the new 
“Legends” book (one 
wi for a friend). I was also 
picking up “Ol’ 
Rowdy” and Kraye for 
my friend so he could 
use them against me 
j later. None of the new 
Cryx stuff for me. Will 
w power inaction! I 
i walked right up and 
grabbed two _ copies 
feeling pretty good. 
= That’s when it was 
pointed out to me that I 
had to stand in line first 
before grabbing my 
copies. I bet that Priva- 
teer Press guy got tired 
of having to do that 
because I know two 
"more guys tried to get 
"copies before I fully 
comprehended what he 
was telling me. Wow, 
it was a line too! To 
Privateer Press’s credit 
the line moved very 
quickly and I got to 
enjoy a short discussion 
: on favorite units and 
warcasters with another fellow Cryx player. Once you got to the front of the line you 
could grab what you needed and check out. I got my stuff and pretended not to see the 
new Cankerworm and Goreshade the Cursed. I’m sure Lord Toruk is not pleased with 
me. The diorama that Privateer Press had on display was superb, although it became a 
little difficult looking through the class cover once it was smeared with drool. It was- 
n’t me. I promise. No really. 


Several stops later and we found ourselves at the Your Move Games booth where I got 
to meet Chad Ellis and several avid fans of “Battlegrounds Fantasy Warfare” (sorry, 
I’m terrible with names.) This was the first time I’ve gotten to see all the different 
decks lined up on the table and so I began drooling like one of Pavlov’s dogs. They 
were going to have the Sword tournament on Saturday in which they’d show off their 
new campaign system called “Kingdoms”. I really would have loved to have played in 
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this just to see what it was like, because I have a feeling I’ll be running a campaign 
with some of my friends. By the end of the Con I had purchased Orcs, Dwarves and 
the new Mercenaries & Monsters deck. The Ancient Red Dragon is well... wicked. 
BGFW is one of the games we played in the hotel while on our trip. You just have to 
love games that are that easy to transport. 


The rest of the afternoon was spent demoing boardgames because that’s what my Dad 
really enjoys playing. He loves train games and so we often stopped at any booth that 
had a train game. Of course this leads us to demo “Ticket to Ride: Nordic Countries” 
at the Days of Wonder booth. It added some new challenges that were a lot of fun, one 
of which was trying to pronounce the city names. Imagine a couple of Texans trying 
to wrap their tongues around some of those words. Dad ended up buying the computer 
game version (the regular “Ticket to Ride”) and really struggled at first, but has since 
learned you can change the computer opponent difficulty settings. The surprise game 
discovery for us was at the Fantasy Flight booth where we tried out “Kingsburg”. We 
were instantly hooked with this simple game and Dad made his next purchase. Good 
thing too because I was looking bad being the one with all the bags! 


That was pretty much where Thursday ended and we then moved into Friday. On the 
way in we stopped to watch some guys playing “Railroad Tycoon” (the board game). I 
mentioned Dad loves train games right? Turns out they were just started and he 
jumped into the game. So I took this opportunity to check out what else was being 
played. I occasionally peeked in to see the progress of the other “AE-WWII” games 
taking place. The Reaper tables were full of players at the GIANT dungeon table for 
“Warlords”. Did I mention this thing was giant? GIANT and fantastic looking. Also 
there was a game of “Reich of the Dead”. There’s just something about a German 
halftrack with spikes and skulls that makes you stop and take a look. The Reaper 


AUTUNN'RELEASES | 
FROM HASSLEEREE ! 


ADVENTURERS 


Bice eo le, 
peop 


cool toys, 


gre at service 


ya 


booth was also a flurry of activity. The demo table with the downed B-17 surrounded 
by zombies was really neat looking as well. 4 I 2 


One demo I continued to miss even though I kept going up to see if a game was in pro- 
gress was “Pulp City”. I heard the game was really fun and at one point they even did 
a cross-over game with the guys from “AE-WWII”. If you’re not familiar with “Pulp 
City”, it’s a skirmish level super heroes game and it has some really good looking 
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miniatures. While I was up there looking for “Pulp City” 


I did get to see the setup for 
“Alkemy”, and from what I saw those miniatures are really good looking. Unfortu- 
nately I was unable to squeeze in a demo because I was headed back down to meet up 
with Dad. My curiousity about “Alkemy” has been tickled a little more though. 


There were a lot of terrain making companies that I was not familiar with but they all 
had some really great looking stuff. I brought home several business cards so I can hit 
some websites later. It seems to me that more of them are leaning towards using more 
resin these days. I like that considering I have a few clumsy friends (yep, that includes 
me as well!) I noticed a couple of them have even started painting the terrain for you 
too! The largest and most impressive displays still were put forth by Hirst Arts and 
Dwarven Forge. “Someday,” I kept repeating to myself, “I’ll get back to using those 
Hirst Arts molds!” I liked their sign for this year, which looked like a giant version of 
their molds. I wonder if his real house looks like a castle. 
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Impact miniatures had a nice display of some of their new and old miniatures. I took 
some pictures and but tried not to look too much at all those miniatures. Remember, 
will power? I already have 2 “Elf ball” teams. I really like the variety of all the teams 
and definitely would love to see them add more miniatures for their characters on the 
sidelines. The drinking friar and the goblin referee are some of my personal favorites. 
The new teams they have added recently are really fun and I hope they continue to add 
more to the “Elf Ball” line. 

I finally found Wyrd miniatures in this area as well and faced yet another test of will 
power. I still have to get around to painting all the miniatures I’ve bought from them 
so far. I really love the style of these miniatures and I’m looking forward to the release 
of their new skirmish game. There was even a fantastic looking demo table but there 
was already a demo in progress when I walked up. It worked out well, because that 
gave me a chance to talk to Nathan and he told me that the beta testing is going well. 
He thinks that Malifaux will probably use stats cards to go with the miniatures 
(remember, it’s still in beta so don’t hold him to this!) Don’t worry, if this happens 
and you’re like me and already have some of the miniatures, you won’t have to repur- 
chase them to get cards. Most likely you be able to download them off the site. Good 
news to me. I’m really looking forward to seeing this game go live. Eventually we 
ended up at the Asmodée booth and took a look at some of their boardgames. Having 
played both “Cash ‘n Guns” and the “Yakuza” expansion I was interested in learning 
about some of their other games. The “Okko” game looked like it has a lot of promise 
but it had plenty of people waiting to play a demo so we ended up trying out “Mall of 
Horror” instead. It was fun, but I ended up buying “Frontiers” and “Dungeon Twister” 
instead. Hey, I didn’t buy any miniatures! Will power! Right... 


By the end my will power failed me and I ended up buying some RAFM miniatures in 
the box set for “D12 Adventures” by Red Shirt Games. Dad and I played the demo 
and it seemed to be a perfect match for the type of games that one of my friends and I 
like to play. Dad was less enthusiastic because of all those “calculations” which is 
kind of humorous because I never remember him complaining about THACO. Any- 
way, put fantasy characters into a team, drop them in an arena for crazed fans and let 
them duke it out while working their way around terrain. Yep, we like that kind of 
crazy fun. Also, there’s a leveling system to improve your team after matches. And 
you only need about 4-5 miniatures per team so not a lot of painting involved. Bonus 
again. That’s how Friday ended and the weary travelers headed back to the hotel. 
There is so much to see that you just can’t mention it all and I know I’ve probably for- 
gotten some things that will drive me crazy later. But that’s the thing about GenCon, 
there’s so much going on that you just can’t see it all. And so you tell yourself, 
“There’s always next year!” My Dad really had fun and was totally amazed at all the 
different games to be found in one place. I think the highlight for him may still be 
when a couple of young ladies dressed up as vampires asked him to take their picture 
for them. I missed seeing this but I heard about it afterwards. I’m glad he had fun and 
I’m glad we got to make the trip together. 


Written by Rodney Forehand 


